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one Ring to RciLe them all 

In the Third Age, when Gandalf and Aragorn rallied the leaders of the 
West against 5auron and his countless minions, the valiant common folk 
persevered against the darkness for the love of the life they* knew so well 
One humble Hobbit, Prodo Bagglns, assumed the burden of the One Ring 
and began a dangerous quest to destroy the powerful artifact in the fires of 
Mount Doom. 

Mow it Is your time. You have been trained in ways of Warrior, 5cout, Mage, 
and Archer. You too will become a part of the pivotal battles to save or 
damn the fate of Middle-earth. From the stone walls of Helm's Deep to the 
footsteps of the Blach Gate and bach again to the rolling fields of the 5hire, 
you'll embark on a journey for either the Free Peoples or Bauron himself, 
your adventures entwined with the Rlngbearer's desperate Journey. 

Will you conquer or fall? As Gandalf once did In the libraries of Minas Tilth, 
to know the One Ring and ail that encompasses Its fate, you must study 
the many truths found in the wisdom of others. For all there Is to know on 
The Lord of the Rings: Conquest flip through the pages of this very tome. 


Characters and Classes 

Want to know how to play each of the four classes: Archer, Mage, Bcout, and Warrior? It's all here, plus advanced tactics, 
cooperative play suggestions, stats on all the Heroes (from Gandalf and Aragorn to the Mouth of Bauron and the Witch-king), 
and even enemy rankings. 




❖ iutrzoT)uction 




•'TWOT* 


Enemy Rankings. 

War of the Ring.. 

Helm's Deep. ...... 

Isengard. 

Reclaiming the Mines of Moria ... 

Holding Osgillath.. 

in Defense of Minas Tlrith..,.. 

The Charge at Pelennor Fields ... 
The Destruction of Minas Morgul 
Storming the Black Gate. 

Rise of Saurorr... 

5auron Regains the One Ring..,, 

The Ore Invasion of Osgillath. 

The Backing of Minas Tlrith..,, 

The Black Fit of Moria,..,. 

The Assault on Weathertop. 

The Fall of Rivendell... 

Raaing the 5hlre... 



















































































































































ivww.primaganies*com 






Instant Action 


Multiplayer comes In four types to challenge your head-to-head shills: Capture the 
Ring, Conquest, Hero Team Deathmatch, and regular Team Deathmatch. Each detailed 
section shows all the hey map locations for each battleground, plus tips on the best 
strategies for each scenario. 


War of the Ring 


Your quest to defeat Sauron starts here. 

Defend against the Ore invasion at helm's 
Deep, march with the Ents against Isengard, 
wander through the Mines of Morla and battle 
the fearsome Balrog, and even face off against 
deadly Trolls and Eel I Beasts In OsgllJath, And 
thats only half the challenges. The other 
challenges Include safeguarding Minas Tirlth, 
tahlng the fight to the enemy on the fields of 
Pelennor, raiding the unholy Minas Morgul, and 
holding out against the worst Sauron has to command at the Black Gate of Mordor. If you can do all that, and Frodo completes 
his task to destroy the One Ring at Mount Doom, the Free Peoples of Middle-earth will forever praise your name. 


Rise of Sauron 


Your quest to destroy the Free Peoples of 
Middle-earth starts here. Help 5auron regain the 
One Ring at Mount Doom, Invade OsgWath to 
set up another staging ground, sack Minas Tirlth 
and demoralize Its scum, resurrect a new Balrog 
to defeat the troublesome Men and Dwarves 
squatting on Moria, assault Weathertop, crush 
Rivendeli, and then raze the Shire so it's a 
blackened char of a land. All that will make your 
master, Sauron, very pleased. 


Achievements and Trophies 

How many cool unlocks can you open? Check out the complete list here. You might 
know there's an achievement or trophy for completing each level in "War of the 
Ring" and "Rise of Sauron," but did you know there are also rewards for slaying an 
Oll phaunt, defeating flazgul as Aragorn, and being snatched by a Eel I Beast? 
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Controller Commands 


You can enjoy The Lord of the Rings: Conquest on many different systems. Of course, button commands on the systems vary, so here 
are charts for the Xhox 560 and PLAYSTATiOH 3. Please refer to the PC game manual for PC controls. 


ARCHER 


MAGE 

EU 

Zoom 

(h 

Shield 

ns 

Multi-Arrow 

(u) 

Heal 

(ED 

Shoot Arrow 


Lightning 

■ 

Kick 

■ 

Melee Attack 

A 

Poison Arrow 

A 

Shockwave 

& 

Fire Arrow 

• 

Fire Wall 

X 

Jump 

X 

Jump 


PLAYSTATION 3 Controls 


SCOUT 


(lU 

[til 

fall 

(Ell 

■ 

EtS + ■ 

A 

(lT) + A 

• 

G3 + • 

X 


Block 

Cloak (tap) 
Satchel Bomb 
Backstab 
Light Attack 
Foe Hammer 
Medium Attack 
Foe Hewer 
Heavy Attack 
Blasting Powder 
Jump 


Xbox 360 Controls 



ARCHER 

i 

MAGE 

m 


Zoom 

GD 

Shield 

m 


Multi-Arrow 

<U> 

Heal 



Shoot Arrow 

(TO 

Lightning 

© 


Kick 

© 

Melee Attack 

© 


Poison Arrow 

© 

Shockwave 

© 


Fire Arrow 

© 

Fire Wall 

© 


Jump 

© 

Jump 


WARRIOR 


im Block 

|R 2 l Throwing Axe 

□ Light Attack 

[IT] + ■ Fire Strike 

A Medium Attack 

[u] + A Whirlwind 
Sweep 

@ heavy Attack 

|TJ] + # Flame of Fury 
X Jump 


SCOUT 

(ED 

Block 

(ED 

Cloak (tap) 

®) 

Satchel Bomb 

(fig) 

Backstab 

© 

Light Attack 

(ED h- © 

Foe Hammer 

© 

Medium Attack 

(ED + G 

Foe Hewer 

© 

Heavy Attack 

(ED + © 

Blasting Powder 

© 

Jump 


WARRIOR 

GD 

Block 

GD 

Throwing Axe 

© 

Light Attack 

GD + © 

Fire Strike 

© 

Medium Attach 

GD + © 

Whirlwind 


Sweep 

© 

Heavy Attack 

GD + © 

Flame of Fury 

© 

Jump 
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You can't 5-ay you didn't admire Legolas in the movies. The speed at which he twangs that 
bow and takes down Ores Is Impressive, not to mention his ability to climb up the bach of 
an Ollphaunt. 

You can do everything Legolas did—even play Legolas in the game—and then some. Your 
quiver has some extra special arrows in It Fire Arrows deal with groups, Multi-Arrow strikes up 
to three foes simultaneously, and Poison Arrow slows and weakens opponents. With all that 
firepower and range, you can become the top assassin out on the battlefield. 


the Basics 

Offense 


>oooocx 
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Defense 


* Always think long range 
first You have a Kick melee 
attack for when foes close 
In on you, but Its only an 
emergency move; your bow 
is definitely the best option. 

■ As an Archer, keep your 

distance from melee units 1 

by firing Poison Arrows to 

slow them or knocking them down with a fire Arrow or Kick, 

* As the Archer, you can shoot farther than anyone. If you can see 
them, you can usually hit them. 

* Practice your Zoom. If you have the time, Its always easier to line 
up a target with a close-up view. 

* The Archer can one-shot kill enemies even better than the 5cout? 

A 5cout has to position himself behind a foe for a Backstab, but the 
Archer only has to line up a head shot. 

* Look for sniper points up on high. From above, you can survey the 
battle, usually out of harm's way, and home in on your next victim. 


1 You do not have 
a healing ability, 

Look for enemies 
to drop health Orbs 
and pick them up 
to stay alive. 

■ 5tay In the rear, if 
you find yourself 
leading the charge 
ahead of your allies, you are in the wrong position. 

■ bllde into the protective bhleid of a fellow Mage if you're 
under assault from return fire, or seek out a Warrior if you 
need a bodyguard for some upcoming melee encounters. 

■ Mever stay in one spot too long. Even a great sniper spot 
will be discovered by an enemy 5cout eventually. 

■ Seek attack positions near cover. You never want to be 
caught out in the open with enemy Warriors dosing down. 


t 

DEscRjption 


Svpertdeadly Legolas has The saihe quIver^full of TrIcks 
That The Aroheichas ahd Theh some. His draw aiid 

RELEASE IS THVCH QUiCKER.THAfl THE AVERAGE ARCHER* 
ALLou/inc Him To rapid-fire on one Target orseveral. y 

U/ifH ADDED HEALTH, His ItlELEE COTABAT SKILLS CAn PUT 

Gr£ Warriors to shaihe, aiid AnyonE That can Take j i 
Down GiAnT OLTPHAVn+S SinGLE-HAnDEDLY DESERVES i m 


HIGH PRAISE 


D DEED. 


WEAPons 


* Lone Bow of Galadrjel 

G0O<X>QOQ«>QOO ':X:' OOOOGO OOOOOQOOOOO O 

Special Abilities 

* IIIuLTi- Arrow 

* Poison Arrow 

* Fire Arrow 


Legolas also has a hidden special 
ability. Hold down his Kick button 
for two seconds, Lhen—while still 
holding it down—press Jump. 





Characters & Classes 


With good timing, you can press the Jump button right as your 
character hits the floor to perform a tech roll. This maneuver 
will allow you to get back on your feet quickly, ready to resume 
the light. If you miss the tech roll opportunity, you will be 
vulnerable to attack for a small period of time before you can 
do anything else. 

Shorten the period of time you are stunned from certain 
enemy attacks by rapidly hitting buttons. Only certain buttons 
work against certain attacks, so be sure to experiment. 


Knockdown 


When knccked cl0wn 
from an attack, the last 
thing you want to do Is He : 

helplessly on the ground. . .. ctY.; 

There are many ways to 
a void be i n g pu m m e I ed .; 

while on the ground: 

r%k' -afcfeiMgr * 310 tJ 

* After hitting the ground, tmnr* 

you can press any 

direction on the Control 5 tick to roll. During your roll, you will 
be Invincible to melee attack. Alternately, pressing Jump will 
allow you to get up more quickly than normal. 

* While on the floor, or after rolling, you can press any attack 
button to perform a rising attack. This will surely deter any 
nearby foes with a surprise counterattack, 

* If you miss all of these, there is a built-in safeguard to give 
you a fighting chance: Your character will Immediately stand 
up the second time you hit the floor, giving you a chance 

to counterattack. 


Evading and Recovery 


5tay in the rear, _ 

especially if you have 
allies that can charge 
Into melee combat. 

Your best evasion is to 

not get hit at all. ' V \_ __ 

Cirde the perimeter of I. Y s \, • _ 

a fight and keep your ' ^ ■ 

eyes on the primary : -• 

threats. Do not stop 1 

moving unless you find 

a great cover spot or sniping position that you're sure Is safe 
for at least a few seconds. 


DESCFjption 

| ‘The forces or Sawror have ode ArciherHero: 
¥ L v Rtz« Bvi lT lire a bodybv i ldeicq n Is e n ci|p 
I stERpins, Lvf?Tz CAn tgLL with irapHniTY, His 

i: SPECIAL ARROWS ARE III ORE POWERFUL THAI] AILY 
I qTheicArchei^s. which MEADS he'll USUALLY 
§ drop EnEraiEsIn ode or two nits. If eheriies 
■ d on T T d i e im m ed I AfE ly, L y vS'i 's %v £C i a l a iqcow s 
I also kjioCR no wn T aKgeTs eorsome a oded 
l d efehse. All The sTaedarp coma aT practices 
of TheArchlimlrj: mAcnsriED wITh The hi aster 
BOW JTfAn or TH; E y KVKrHA i . 


Weapotts 

* Urvk-hai Bow 


Special ABiLifiES 

■ JTluLTi- Arrow 

- Poison Arrow 

■ Fire Arrow 
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specfaL attacks 

Fire Arrow 


Poison Arrow 


When the Poison Arrow wtrtr^ u ^ ..r- ■ 

hits, it detonates into a 

cloud of green gas Any 

enemy caught in the gas 

su ffe rs d a mage a ve r ti m e " 

and slows to a crawl, 

You can slow the enemy lM 

charge by firing into the 

midst of a large group, 

which will buy you time to 

escape, capture a point 

or allow your allies to catch up with fleeing enemies. 


y This 3s your best utility 

'■on Are, wh i ch m l gh t not 

seem ]ihe much, until you come face to face with an Ent. 


Multi-Arrow 


The Archer's eyes are the . 

sharpest a mu no W th 

Zoom, you see three or 

four i mes farther than 

normal eyesight. You can 

sco u t a rea s with Zoo m, [Bp: 

focus on enemies to draw 

better aim, and go for the Btb /■ r.ti&BSgf, _ §1 

*•- _ *--r r ’.,-jL : 

a 11 - i m po rta n t h eadshot. Q - ■ m ■ 

Only Zoom when you have 
the time because you lose 

peripheral vision and won't see enemies drawing near, 


Why use one arrow when 
you car lire three a I once, 
or In Lurtz's case, even 
more? Multi-Arrow can 
slay multiple foes with a 

single string puli. It's great J 

for shooting Into enemy /YY : ■ 

groups, even better If 
those enemies are after _ 

you, Unlike other arrows, 

you don't even have to aim the Multi-Arrow attack 


ADVAIlTAGES 

* LoncEsT Raage Attacks 

* FiRf t Poison, ahd ITl vlTi-Arrows 

* BeTTer_EyesIghT 


DISADVANTAGES 

* Ho HEALino AsiuTY 

* Weak.Melee Abilities 


So LOnG AS YOU KEEP YOURJDfStAnCE, ETIEMJES Won’t BE 
a Threat. You cah usually see The Enemy ranged fIre 

BEFORE it DEALS SIGH IFJCAnt D Am AGE, BUT MELEE ATTACKS 
WILL CUT YOU TO PIECES, U/tTh no n aTural HEA LirTG, YOU 
must rely on Health Orbs FRom ehemIes to survive or. 
SEEJCOUt A FRIEnDLY iTlAGE, 


f he Archercau sTrIre His victims wiTnouT Them ever, 
eveit seeifig Him. His RjfinGE is The best in The game, 

AHD HE HAS tMR£E SPECIAL ARROWS TO TAKE ADVAHtAGE 
OF IRAHY SlTUATfonS. FlR£ ARROW WILL BE YOUR^PRlmARy 
aTTacic as it deals The most damage a no kjiqcks 
exiemies off TheIr,feeT. AlTeriiaTe This wiTn muLti- 
ArfowTo cuT groups of foes. Poison Arrow cAn be a 

GREAT DEFEIlSiVE WEAFOT1 To SLOW EHEMIES QRJ3AUSE fHElTI 

sohte extra pa in wheti you r^oT me narrows are out. 








oT>aanceXD tactics oooooo^ 

* You can cancel a Pol son ^. v > 

will also travel faster," 
straighten and do 

more damage in general. The damage bonus for a headshot 
is significant, so practice! This Is especially useful when 
combined with hire Arrows. 

■ Poison Arrows will slow 

Tire Arrow also knocks 

people off their feet. Use this In close-range fighting to give 
yourself some breathing room or use them to repel foes off 


o<>:xx><x><>c<><>c><x^ 

• Kick may not be 
great for damage, 
but It gives you what 
an Archer needs 
most—more spa cel 
With skill, after a Kick 
you can hit downed 
enemies with arrows 
for extra damage they 
can't avoid. 

• The Archer's arrows will still do damage to blocking enemies. 

■ 5a ve your Multi-Arrow 
for enemy groups, 
particularly ones that 
may be charging at you. 

• You can use Zoom to 
recon an area, it's much 
easier to see enemy 
units at a distance, and 
you may be able to read 
their class designation 
above their heads. 


note _ 

Each class has unique strengths. Refer to the walkthrough chapters, 
' War of the Ring" and "Rise of SauronT for recommendations on 
which class is best suited for each level objective. 


❖ aRcheR 


Characters & Classes 




Archeraiid Warrior. 

Balanced forrauged ahd me lee combaT, The Archer ahd Wa rrior. 
wQrrujell in TAnpEHL While The Ar£:heicloves to destroy Targets 
aT radge, The Warri or^dIs patches Those That m anage To get close. 

ThL ArCHERCATI HURT OTCSLAY EtlEmY RAITGED ATTACKERS BEFORE THEY 
CAH DEAL DAMAGE (ft UVEA KRESS in THE lUARRjOR^S BATTLE PLAn). 


Best Co-op PaiRinG: 
ARCHERAIID ITlAGE 

The Archer_adds more range To The aTTack. 
PLAn, whIle The ITIage adds moRf area- 
effect daitiage. The best part? The FiIage cad 
prpTecTThe ArcherjihTh a Shield; whee 
The ETiEmY ouTiiuiitbers you. The ARGHEicno 
LOflGERHAStO SUFFERSEVERE COUnTEICRTTACKS, 


Doubly deadly at radge. Two Archers cah pIcroff foes before 
They car close aqd do Any harm. While onE arris a FIre Arrow 
to repel opponEnTs, The second car hITThe same group witn a 
P oison Arrow To trevetiT Them from recovering, or.he con Hit a 
HEW GROUP to SLOW THEM. WHEH THE AR£HER$ COM BIDE WlfH UlULTi- 
ARltpW, HALF A DOZEn FOES GO DOum. 

ARCHERAIID SCOVT 

This is not The best of PAiRincs because The Scout heeds To Cloak. 

AHD S 11 EAK.UF BEHinD FOES To BE EFFECTIVE. By riECESSlTY, IF tHE 
Arc her wants to STAY close, HE miGHf BE DRAUm CLOSERLfO a FiGHt 
Thau he would ieqrjually like* The AR£HER.CAn ktll iiiulTIple 
foes quickly, Though, ahd The Scout's BacksTab cah drop sinciE 
Targets That prqve DiFFicuLt for.The Archer^(such as a Shielded 

En ETTIY ITl AGE), 


ARCHERAno Archer 
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Characters & Classes 


Evading and Recovery 


Knockdown 

When Knocked dowri^ 

direction on the Control 
5tick to roll. During 

your roll, you will be Invincible to melee attacks. Alternately, 
pressing Jump will allow you to get up more quickly than 
normal. 

* While on the floor, or after rolling, you can press any attack 
button to perform a rising attack. This will surely deter any 
nearby foes with a surprise counterattack. 

* If you miss ail of these, there es a built-in safeguard to give 
you a fighting chance: Your character will immediately stand 
up the second time you hit the floor, giving you a chance to 
counterattack. 

* With good timing, you can press the Jump button right as your 
character hits the floor to perform a tech roll. This maneuver 
will allow you to get back on your feet quickly, ready to resume 
the fight. If you miss the tech roll opportunity, you will be 
vulnerable to attack for a small period of time before you can 
do anything else. 

* Shorten the period of time you are stunned from certain 
enemy attacks by rapidly hitting buttons. Only certain buttons 
work against certain attacks, so be sure to experiment. 


5tay in the rear, 
especially If you have 
allies that can charge 
into melee combat 
Your best evasion Is to 
not get hit at all. 

Mages gain energy 
slowiy over time. If 
you're in danger, try 
evading or shielding 
yourself until you have 
enough energy to even 


Admit It. You've always harbored a desire to lead the fellowship. If you were ever given the 
chance. Other than playing Heroes like Gandalf, the Mage is the closest you'll come to packing 
the power of Middle-earth's wizards. As file Mage, you are a long-range bomber who can deal 
with large crowds with a single fire Wall or Lightning blast. You're also a great support class with a 
Heal ability to regain health for your allies and a Shield to cancel enemy ranged attacks, You are 
not, however, made of the sterner stuff of Warriors and shouldn't Just charge headlong Into every 
combat situation. 


tYie Basics 

Offense 


Defense 


Use ^ocKwaue to V. ^ 

Shield can protect you 
from enemy ranged 

attacks. You can walk with Shield up, but you cannot attack (or 
recharge abilities) so use it only In situations where the enemy 
attack Is overwhelming or when you need to slowly close on a 
better position. 

Your heal can keep you in any fight, Whenever you have less 
than 75 percent of your health, activate Ileal. Trigger it often to 
stay at maximum health, and dance around avoiding combat If 
you need to use it multiple times to climb back to full. 


miss, providing the 
enemy a chance to 

counterattack. Experiment to find more, as these attacks can 
quickly turn the tide of battle when used properly. 

Many moves can be extended by hitting the button repeatedly. 

Think long-range first. The Mage works best when he picks off 
targets before they reach melee distance. 

Generally, hit a group of enemies with fire Wall first hext, 
charge up your Lightning and fry the closest remaining target. 

As a last resort, use Bash Attack for some melee blows. It also 
helps to power up your energy when It becomes depleted. 


DESCKiPtion 

Si^RV ITT An HIS EDIBLES GaRDALF WITH ONFi HI AfOR_ 

difference: He hasThe potential To deal 
in o re damage. Where Gandalf Arm HI ages 

In CER£R£L CAN HARM fflVLttPLI FOES WitH 
THFhL.AILEA“EFFECt FLAMES* SaRV M ATI S FlRI 

Ball has a TIghTer ft Rina arc add erupts 

FORmORE DAMAGE IF YOU StRTRE YOUR. 

Target, His I sung arp Blast matches 
GAN nAits You Shall Hot Pass! ability, 

ft R D OTHER HE LOSES HEALTH, A HEAL CAN 
FiRlNG HIttI .RACK.VF TO FULL, ALSO, If HI 
PERFORMS MELEE ATTACKS ADD LAUNCHES A 

Like Ball, it u; i l l t a kg eT T h e pl rsO n h e 
u/as a ft AG Rind, 


DBSCRjpTiGn 

Hi i DDLE"E ARTHS GREATEST WIZARD, GaHDALF, MATCHES VP WELL AGAINST 
any of SAVRpn's foes. You Shall Plot Pass! desTrpys eh emIes next To 
H im, while Lightning a no Cleans! no Ft burp Them aT range, in 
close com baT, Gardalf cuts Through foes beTTe rTh an you'd 
expect umTh HisfRtrstY Glam dr] no in hard. Wll This power. 

COMES in A FRAME THAT CAN HANDLE LOtS OF DAMAGE. EVER if 

The forces of evil mad ace To murT Him, Gardalf is qrly one 
HEAL iNG Wisdom away from RifURjunc to full health. 


U/eapohs 
- Staff 
* LiGHTninc 


Special ABiLitiEs 

* Heal 

* Isergarp Blast 

* Fire Ball 


Weapods 

* GLAIUDRinC 

* LiGHtncnc 

Special AuiLifiES 

- Heal! no UJispom 

* You Shall Hot Pass! 

* Clears! no FIre 




,c* s OF S/ 

H ERO; 

SARynii 


Gandalf is belter than Saruman at dealing 
with groups of enemies, Tfis Cleansing Fire 
is very wide, and his Lightning spreads to 
many foes, charged or not. However, his 
attacks deal less damage to each target. 


Saruman is very powerful against single enemies, He has a 
high-damage Fire Ball, and his Lightning does much more 
damage to one target when charged. 
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Characters & Classes 


Shockwave 

As the name implies, this attach blasts foes backward from the point of contact. 51am your Staff 
down on the ground in front of you to disrupt enemy groups and set up your fire or lightning 
follow-up attacks. Shockwave does Impressive damage; It will take out Grunts with a single blast 
and stun even tougher foes. 


DEscRjpTion 

tH E FfTOUtH O 7 S AVRP n is not t. i KJ. 

OtHERiT] AGES, HlS MELEE ATTACKS A RE 

yni'Qti'ii, a no His B'a rja d-oilr Fyity is 

ACTUALLY A POWERFUL STAFF COMBO-, 

Crtl'CH A POE UUtH THE FULL lJRt/nt OF 

Bara d-d Or Fury a nn ilveii CapTai ns 

WILL FALL, Op COUJ^E, HE SttLL HAS 
tH L A DVA I ! 1 A GE O I Ot H L R M A G ES W-\ 1 14 
a Fire Utn.i. That .gar hh run mvitn-ME 
ehe m i e s i it o n c e . a n d a Heal t haT ca n reT urti 
H im to n;i i st!u;nctH even it he DECiDEsto 
c haR£E i n to'T he mi d-st or heaItd comb a 1c 


Weapojis 

• Staff 

* LjGHtmn.G 


Special ABiiifiEs 

* Heal 

* Barad-durFury 

* FiRE Wall 




DiSADVAnTAGES 

* Low H EALtH 

* UJearITI elee Abilities 


AdvaitTages 

■ Lono-RAnGE Attacks 

* Area-effect FIre Damage 

• HEALinc 


Although The HI age delivers excelled dam age from 
afar, you douT have The melee skills To go Toe To Toe 
witH fflAny EOEmiES. Ever worse, yourlow health me a ns 

YOV CAn DIE QUICKLY IE A FIGHT IF YOU AREU'T CAREFUL, 

Keep out of The eitemy Thro no oryou may not be able To 
capitalize on your.ad v a n Tage s very ofTeh. 


The ItTage puhishes EHEmiES At rarge, YourJure Wall 
ATTACK. BEGl ns AS a fire BALL , which YOU CAR HURfLE At 
A FOE FORBiG DAMAGE. THEn BURR ALL EHERllES AROUnD 

The first vtcTIm former] qvs damage overThe riEXt 
few SEConDS. Geoerally, weakereremIes will fall 
fro m The Fire Wall damage; if not, follow up with 

YOURRAIIGED LtGHtninG STRIKES to BLASttHE CLOSEST 

ones orhamm er_Th e best of Them To TheIrkhees wiTw 

AROTH ER A RE A-E FFECT ATTACK, SHOCKWAVE, SHOULD YOU 
Take damage yourself, you are The odly class wftn 
The abIliTy To heal quIckly. 


Lightning 


to any enemies caught 

In the flames. While you wait for it to recharge, lash out at foes 
with Lightning, but be sure to throw another Tire Wall as soon as 
Its available. 


ready, you should use 

rIea rhy foe5, so I ts yet I ' 

a no t h e r w a y th e M age isBROlSsM 

threats at once, it takes a 

few seconds to fully charge; wait: for your hand to pull back behind 
your head before firing. 


LULULS OQQQQ<>0OO<X>OOO<X>OOC^<X>0<K>QC<><><XX>OQOOOQ<><X>OOOOOOOOC<><>OOOO<>O 

After you've learned the basics of offense and defense, It's time to master the subtleties of your class. Here are some advanced tips that 
you may not discover on first glance at the class. 


This defensive bubble 
prof c : rts agamet a I ranged 
attacks It covers you and '■ 
a short radius around you, 
so it's possible to Include 
allies in the protection 
You cannot attach while 

defending with Shield. BOO© 

Generally, it's best to go M3-£ZJX& j^r 
on the attack and take out 

foes before they can gather numbers; however, when barraged 
and you want to seek better cover, the Shield works wonders. 


Mages are the only class 

to heal up quickly on their 

own. It's tremendously 

useful; with a bit of fancy 

footwork, no fight is out of ' : F3 

reach, as you can dance 

around, heal, deal some IT 1 0: 

more d a mage, a vo Id ^ 

damage, heal, etc, heal 

also can affect nearby allies If they are close. 


Fire Wall Is more than just an effective way to deal with groups 
of enemies. The Fire Wall projectile itself will deal a large 
amount of damage If you land a direct hit, so aim well. 


The Mage's Lightning wiil slow down any enemies hit by 
It, allowing you to catch up slightly. When fully charged, 
It will briefly stop an opponent In his tracks and arc to 
nearby enemies. 




The Mouth of Salmon's fully charged Lightning attack deals a 
small amount of damage to the first target and then increases 
damage to each enemy it arcs. Use it against a group for 
maximum damage! 





















































































































■ 5hockwave Is the 
Mage's crowd-clearing 
move. From the 
moment you begin, It 
cannot be Interrupted 
until after it hits. 

Follow up a successful 
Shockwave with a 
Fire Wall and there is 
nothing your wounded 
foes can do to escapel 
Layer on some Lightning afterward, and even Warriors will fall. 


* The defensive Shield 
deflects all projectiles 
from the outside: 
arrows, bombs, axes, 

Lightning, and Fire Wall 
shots (all before they 
erupt, of course), It's 
extremely useful for 
protecting a group of 
teammates; however, 
while the Shield Is up, 
your abilities will not automatically refill. Be wary—you are still 
vulnerable to melee attacks, Scout Backstabs, and projectiles 
from enemies within your Shield. 


■ You might also want to throw up a defensive Fire Wall in a high- 
traffic area, such as a bottleneck or flag circle, to maximize 
damage. Drop any enemies still standing with Lightning strikes. 


Don't forget you also 
have Melee Attacks! 
Although they deal very 
little damage, hitting an 
enemy with the Mage's 
melee combo Is still an 
effective defense, and 
It will refill your magic 
abilities very quickly, 


note 


Each class Has unique strengths. Refer to the walkthrough 
chapters "War of the Ring" and “Rise of Sau ran" for 
recommendations on which class is best suited for each 
level objective. 


In addition to healing yourself, the ideal spell also affects 
nearby allies. If you see a green "plus" Icon over the head of a 
teammate, they are In dire need of health. 


Lure impatient Warriors 
and Scouts to their 
doom by throwing a Fire 
Wall at your feet. You 
cannot be damaged by 
your own flames. 
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m age AnD Archer, 
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ro 


Characters & Classes 


Deadly aT ratige. These two classes car pick:off foes 
before They con close Ann do Any harm, The ITIage ca n 

PLAY OFFETlsiVELY ORDEFFUSIVELY, ETTHERTHRpWi TIG FIRE 

Ann LiGHTninc ARovno To deal umTh foes ORroppiriG 
UP A S H T ELD To PROTECT A RC H ER A n D 111 AGE FROTH 'RA 11 GED 
C Olt HT E RATTA C „ f IIEY HAVE TO ELI HI IRAtE FOES SPEEDiLY; 

IF EFlETlTi.ES EUtERMELEE, THEY HAVE A PROBLEM. 


ITIage ahd Mage 

Double The fire, LiGHtninG, aod heal in g pleasure! 
EvERyTHino you love about The ITIage (LonG - RA fige 

DAMAGE AUP HEALinG, ESPECIALLY), YOU GET ill DUPLICATE. 
At A DiStATlCE, CROWDS ARE to AST, LitERALLY. O F COURSE, 

That also me a ns ThaT The hi age's weaknesses (low 
health ahd LimitED melee skills) twill come bacicTo 
HA unt you in close-combaT fights. 


Mage AnD ScovT 


Hot The best of pAiRjnos, sirtCE The Scout heeds To 

CLOARADD SnEARVP BEHiflD FOES TO BE EFFECTIVE, WHICH 

me a ns he ca n't Take advantage of The III age's Shield, 
ahd by n ecessiTy, The ITIage might be drawn closer 
T o a fight Than me would n o Rjn a l l y like. The hi age's 
HEA i.inG car give The ScovT That extra boost In 
combat. Though, Ano The Scout's BacksTab cAn drop 
stnciE Targets That prove difficult forthe ITIage (such 
as a Shielded ehemy Mage). 


Best Co-op PAipinG; 

Mage Ano WarjUor. 

Balanced for ragged Ann hielee comBAt, The 
HI age ahd Warrior work best in Ta nnrrn, While 
The ITIage hurls fire am) LEGHTnino To destroy 
Ta rgeTs at ra n g l. The W a R p,joR D i S pAte hes e n e rai es 
ThaT in adage To geT close. The hi age's Shield 
protects The WarrIorfrom ratioed attacks 
(a weakness In I H r WarrIorIs baTIle PLAn) A HD 
WELL-TiraED HEALlHG CAN KEEP A WaRRJQRCHUR ftt TlG 

Through melee Targets. 
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Characters & Classes 


Evading and Recovery 


Knockdown 

When you're knocked 

down by an attack, the 

last thing you want to do 

| 5 lie helplessly on the 

ground helpless. There 

are many ways to avoid 

being pumnre-eti wh-lo or. ■ 

’the ground: 

* After hitting the 

ground, you can press any direction on the Control Stick to 
roll, During your roll, you will be invincible to melee attack. 
Alternately, pressing Jump will allow you to get up more 
quickly than normal, 

* While on the floor, or after rolling, you can press any attack 
button to perform a rising attack. This will surely deter any 
nearby foes with a surprise counterattack. 

* If you miss all of these, there Is a bullt-ln safeguard to give 

you a fighting chance: Your character will immediately stand 
up the second time you hit the floor, giving you a chance to 
counterattack, y 

* With good timing, you can / J 

press the Jump button right wJSm i 

as your character hits the HSff j A 

floor to perform a tech roll, K 

This maneuver will allow 

you to get back on your 

feet quickly, ready to ■ 

resume the fighL. If ■ m 

you miss a tech roll \ V 

opportunity, you 

will be vulnerable 

to attack for a 

small period of 

time before MW 

you can do 

anything else, ^WEW ft ffMHH* 

vfl j! , Wgw 

* Shorten the period of time jrtsjj 

you are stunned from certain &JI 

enemy attacks by rapidly hitting if W V 

: buttons. Only certain buttons ! £ J 

i work against certain attacks, so |j 
itL be sure to experiment jw 


5tay In the rear, out 
of the way of slashing 
blades, and look for 
opportunities to dart in 
and out of combat. 

Circle the perimeter of 
a fight while Cloaked 
and keep your eyes on 
the primary threats. Do 
not stop moving unless 
you find a target of 
opportunity. _ _ 


You have the power to slip In and out of shadow. As quiet as a whisper, you sneak up behind 
enemies and draw your blade. You are the master unseen assassin, 

The Scout can do it all in close combat. Me can dodge and weave through the crowd 
Pummel enemies with special Poe hammer and foe Hewer attacks. Drop Satchel Bombs 
with deadly precision, in multiplayer action, the Bcout can seize capture points all by himself 
without lifting a finger. 


tine Basics 

Offense 1 


<XXXX>OC<><X><X>C<XX><>^^ 

Defense 


* Cloak can be used to 
perfect your offense. 

few seconds to circle 
behind a foe for the 
Backs tab, or pop 
up In front of them 

for severaI qu[ck . .»*£iPv. : l--:■ 

surprise strikes. 

* Backstab Is your main threat. Prom behind, you can one-shot 
kill anyone. Remember, though, that It takes a few seconds 
to puff off the maneuver, and you may be exposed to other 
enemies during this time, 

* Blasting Powder not only hurls an opponent away from you, it 
also packs that same opponent with an explosive. Aim your 
flying opponent toward more foes and you can blast several 
for the price of one. 

* Poe Hammer and Poe hewer sound alike, and they similarly 
send enemies to an early grave. Besides your quicker Light 
Attacks, these two will be your finishing moves. 

* You can be at the forefront of a charge, so long as you're 
Cloaked and on your toes. 

* Both Warriors and 5couts can string together combo moves, 
though the 5cout can string together the longest sequence- 
eight attacks in a rowl 

* With Scouts, try stringing together melee attacks, starting 
with Light Attacks and ending with heavy Attacks. Work in a 
progression, such as Light, Light, Medium, Medium, heavy. 

* Scouts gain energy slowly over time, if you're in danger, try 
evading or blocking until you have enough energy to even 
the odds. 


of sight whenever the 
enemy has you targeted for pain. 

Dodging with rolls Is your best escape mechanism, though 
you can also block If you don't think you're going to get 
surrounded. 

5atchei Bombs can give you space from melee attackers If you 
learn to hurl them Just right. 

Hever stay in one spot too long. You may be invisible at 
times, but opponents will stilf track your movement and try to 
pinpoint your position. 


Weafoiis 

• Stine 

• Satchel Bomb 

OQO0OCOOO r>i-C 

Special Abilities 

• Cloak. 

• Stino's Fvny 

• BLAStino Powder. 


U/EAPOns 

■ Daggers 

* SaTchel Bo mss 

Special AniLifiEs 

* Cloak 

* UJHiRLinG DEpyisH 

* BLAsTinc Powder 


DEscRjpfion 

OFtEn U n DE REST I BI At ED, THE 
SR1ALL HOBBlT FrQDO CATI BE 

a big, sic Threat. Perhaps the most deadly Cloaked 
Scout, Frqdo has all The sTattdarp ScouT uiEAPons, 

ATTD HIS SHORT STaTVRE HELPS Him BLEHD In EVE FI MORE 

wifn The sorrow riDi nos. Oorihally on The quest of The 

RjOGBEARER, FRODO CATI BE CALLED UPOTI To DO BATTLE in 
m u Lti playeracTi on, 


DEscaipfion 

in The WIDE OPE!! AHD DEADLY PELEimORFlELDS, YOU WILL 
waoTThe best Scout available, Eowyti. She car Cloak. 

To HIDE from swAicmlna EiTEmiES, Tap into U/friRLinG 
Deryish OKBLAstinc PgwderTo pulverize foes, Ano 
Throw Satchel Bombs fora powerful rafiged blast, Her 

JIimBLE RpLLS AnD SHARP STEEL CAJ1 DAZ2LE ALMOST AtlYOH E. 


Fowyn is a very special Scout. 
During any attack, if yon press the 
Jump button, you will perform a 
front flip over the enemy. The flip is 
invincible at the start, so if played 
well Eowyn is nigh unstoppable. 


frodo does not un-Cloak when attacking, which is a 
significant advantage. However, enemies can still spot you 
from the glow of your weapon. Sting. 



































































































Weapons 

- Daggers 
* SaTchel 8omi5 


Special ABiLifiis 

- Cloak. 

* PECEPtlon STRJ3LE 

* Soul Punch 


Description 

One e A c \ in n i 1 1G ass a $si n w i T h uj o rps , 

IJUoRmTonCrUE now slays u'iITh The 
BLADE, ITI ost OF H is SPECIAI 'ABILITIES 
mAT.G hups 1 m e l a ri~y To oT h e r. H e ro 
S couts: however HE is un equivocally ^ — = 

The nTA.stEK.OF ugitiBS, As The loiie 

Scout OF The forces or Saurofi, WoRmYoiiGUE shows up 
in every Hero Ieahi Death match sceiiarIo, 


tiP 

Worm tongue's energy plus Light Attach places a bomb in 
his hand. While he holds it, he is faster and stronger, and his 
energy meter refills more quickly, After IG seconds, the bomb 
will explode, doing a targe amount of damage to everyone 
around him, but it will do some damage lo him, as well 


* InvisiBiLi+Y 

* instAnt Kills 

* niuiBLE in ComBAt 

*Fhe Scout USUALLY HAS THE UPPEB^HAITD 
BECAUSE HE COlRES OUT OF NOWHERE fO 

a+Tack.h is victim. You itiay nim iraTe 
a Threat insTuntLY witn The on e-shoT 
BacrsTab, slash with The best of Thedi 
In HAnD-to-HAnn, op^srraPLY rpll out 

OF DATlGEI^WHEn COFiIBAT HEAtS UP. 

You CAn even sling a bomb a short 

DISTANCE FOFCBiG DAIYIAGE. 


DiSADVAnTAGES 

* Flo HEALino AbilITy 

* LtmitED Ka n g e d Attack. 


If The Scout attacks with surprise 

AND DOES [ft OVERSTAY HiS WELCOME IN 

coitibaT, he s effective a n d lives To 
FEGH t AllOTH ER_DAY, iF H E GETS TRAPPED 

a mono Too many bodies, he could be 
I n Trouble. U/ITh no natural healing, 
you must rely on Health Opbs erpri 

EnEmlES To SURVIVE OR.SEEK.OUt A 
FRJEnDLY HI AGE, 


❖ scoot 


Characters & Classes 


Satchel Bomb 


The Boout's ranged attach can destroy an enemy If you (and the 
bomb directly on them, but more than likely you're using it to 
brush back opponents and glue yourself some separation. Though 
you don't have anything near the range of an Archer or Mage, you 
still can throw damage around and light things on fire. 


Foe Hammer 


poes that fall prey to this 
attack don't last long. It's 
one of your key special 
moves when you're in 
tight with an enemy, and 
you can alternate with Foe 
Hewer to keep opponents 
off guard. 


Foe Hewer 


These spinning blades 
strike a foe repeatedly 
for small Increments 
of damage that add up 
quickly. You also stun the 
target for as long as you 
spin the blades into them, 
so they won't be doing 
much else, it's one of your 
Key special moves when 
you're In tight with an enemy, and you can alternate with Foe 
hammer to keep opponents off guard. 
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Cloak 


'J •U 5 -’ 


Cfi~ 


speciaL attacks 


<xx>ooooooo<> 


Backstab 


Think of it as a massive shove. You send an enemy flying away 
from you with a bomb attached to them. When they hit, the 
bomb explodes and deals spray damage to any enemy nearby. 
Great for breaking up enemy groups or repelling victims off 
bridges and ledges. 


Your most versatile ability 
allows the 5cout to do all 
his movement unseen. 

Cloak to sneak up on 
enemies for a Backstab 
or a sequence of melee 
combos. Cloak to drop 
out of combat and escape 
extra damage that could 
be coming your way. Move 
around the battlefield 
Cloaked to set up your next attack opportunity. 




To execute this one-shot 
kill, approach an enemy 
from behind while you're 
Cloaked, and grab him, 

It takes a few seconds, 
but once you draw 
your blade, you 
will put your foe 
down forever. The 
drawback Is that 
nearby enemies will 

see this happening and may be on you immediately, 


Blasting Powder 
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Cloaking slowly drains your meter, and when It Is gone you will 
reappear Luckily, the Scout's meter refills slowly over time 
while visible. 


Learn when to use your meter to attack and when to save It 
for stealth. 


Doing anything offensive or defensive wifi un-Goak you. This 
Includes attacking, blocking, rolling, and throwing a Satchel 
Bomb (though you can hold the button down to keep it ready 
and remain Invisible). 

While Goaked, the 5cout moves slower, but gains the ability to 
Instantly dispatch enemies with a Backstab. Use caution: If you 
miss, you leave yourself open and visible! 


* If your 5cout has 
100 percent energy, 
you can perform a 
powerful crowdbreaker 
attack while being 
hit (or blocking). 

These attacks will 
clear enemies from 
the Immediate 
vicinity, giving you 
some breathing 
room, however, should you miss an enemy, you are 
vu I nera b I e afte rwa rd s. 

* Blasting Powder is a great way to get yourself out of a crowd. 

Mot only will it break a block, it also knocks your foe a great % 
distance away—even off ledges This allows you to concentrate ] 
on other nearby targets. 

* Bcouts are incredibly 
effective at eliminating 
annoying defenders 
on the battlefield 
For example, if an 
enemy Mage throws 
up a Shield to prevent 
ranged fire, send a 
Scout in through the 
Shield to disable him. 

* The Satchel Bomb can 

be an Incredibly effective weapon. Although ft may be awkward 
at first, If you can learn to lead your foes, the large area of 
splash damage and the knockdown It produces can help you 
cl05e in for the kill. 


• The Toe hewer Is more than meets the eye. Execute this 
combo with proper timing—while holding your energy button, 
press Medium Attack, Medium Attack, Medium Attack, and 
Light Attack—and It can become the Scout's most damaging 
melee attack. 

* The Scout can block melee attacks, however, certain attacks 
exist that cannot be blocked. These attacks differ from unit to 
unit, but every character possesses at least one. The Scouts 
Blasting Powder still knocks down enemy units. 



Co-op tEAiris 


Scovf aiid Archer 

tiffs PATHJT1G GJTLY WORKS WELL IF THE ARCHERIS 
EXtRjJTl ELY DIllGEnT ABOUT STAYING OUT OF HI FLEE COMBAT 
a ud AnficiPfttinG whaT The Scout is col no to do so 
he's rxady to shooT ah arjcow into a net llary eneijiy 

TARGETS. The ft.ROHE R_c An KjLL mULtiPLE FOES QUICKLY, 
Though, Ann The Scout’s BacksTaij car drop si hole 
Targets That prove difficult for.The Archer($uch as a 
Shielded enemy ITIage), 

Scovf AIID HI AGE 

This is not The best or pairings because The Scout 
heeds to Cloak.A n d shearup Benin d foes to be 

EFFECTIVE, WHICH MEANS HE CACT'TTAKE ADVANTAGE OF 

The niAGE’s Shield. By rtECESsiTY, The HI age might be 

DRBWn CLOSER.To A FIGHT THAN HE WOULD NORMALLY 

LiK£> The TTTage's HEALino car give The Scout That 
extra boost in com bat, Though, Ann The Scout's 
backsTab cArr drop sincuE Targets That prove DiFFicuLt 
fqrThe ITIage. 

ScovT aiid WarjUor^ 

1 "he Two melee combatants wIll RiP through 
defenses. While The UJarrIqrhefTs arpueed br^Te 

STRENGTH t AND HOPEFULLY PROVIDES A DISTRACTION. THE 
SCOUT CAN ClOAICAND CIR£LE, QRDEFtLY ROLL, TO GET 
BEHinD FOES AND CAUSE HAVOC* fHEY BOTH HAVE GREAT 
COMBO CAPABILITIES AND CRQWDBREAKjnG MOVES tHAf 
DISRUPT OPPOEEntS, 


Best Co-op PAiRjnG: 

ScovT add Scovf 

SincE The Scout's game is all about movine about 
UNSEEN, it's DIFFICULT To BRING any OTHERCLASS ALONG 
witn, so why not Tare a second Scout? WITh Two 
assassins, you ca n work, in unison To BacksTab Two 
e n e mi es aT once, whjch itiar.es SEizinc capture areas ah 
easy Task, Defenders will consTAnfLY be look) no over 

Til El RSHOULDERS ONCE THEY KNOW WHAf YOU f RE UP TO. 


scout: 


Characters & Classes 


INTRODUCTION MS \M WAR OF THE R 
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Characters & Classes 


Evading and Recovery 


the ground’ 

• After hitting the ground, you can press any direction on the 
Control 5tick to roll. During your roll, you will be Invincible to 
melee attack. Alternately, pressing Jump will allow you to get 
up more quickly than normal. 

• While on the floor, or after rolling, you can press any attack 
button to perform a rising attack. This will surely deter any 
nearby foes with a surprise counterattack. 

• If you miss all of these, there Is a built-in safeguard to give 

you a fighting chance: Your character will immediately stand 
up the second time you hit the floor, giving you a chance y 
to counterattack. f a 

• With good timing, you can press the Jump button right < M 
as your character hits the floor to perform a tech roll Jj 
This maneuver will allow you to get back on your feet j Ml 
quickly, ready to resume the fight. If you miss a tech 1 1 
roil opportunity, you will be vulnerable to attack for a ■ 

small period of time before you can do anything else. I ■ 

1 

• 5horten the period of time you are stunned from | ■ 

certain enemy attacks by rapidly hitting buttons. Only \ml 
certain buttons work against certain attacks, so be \ V 
sure to experiment, V V 


When you're knocked 
off your feet, roil to one 
side so that you don't 
stand up In the middle 
of another sword swing. 

To recover energy, get 
right back into the fight. 
After a few quick kills, 
your energy will be 
charged back up to full. 


You are the soldier for your side, strong and resilient. 5word in hand, your mailed body 
fearlessly races Into battle without heed for life or limb. You are the great protector. 

As a Warrior, you can play offensively or defensively, and do It well. Your special fire abilities can 
torch enemies as large as Ents or as small as Ore Grunts, It takes opponents a long time to 
drop you In combat and, if you have your way, that will never happen. 


the Basics 

Offense \ 


Your Medium Attack can drive multiple enemies back. It's 
effective for giving yourself more room and clearing areas such 
as capture circles. 

Throwing Axe is more a defensive action than offensive one. 
5ure, it can deal damage, but more often than not you'll find 
yourself tossing an axe to distract your foes as you dose 
on them. 

never stay in one spot too long. You are a great defender, but 
you still don't want enemies ganging up on you from all sides. 


attacks exist that 

cannot be blocked. These attacks differ from unit to unit, but 
every character possesses at least one. The Warrior's Flame of 
Fury wifi still cause damage to blocking enemies. 

* Certain attacks cannot be Interrupted by enemy attacks, such 
as the Warrior's heavy Attack. These moves are generally 
slower, but Inflict heavy damage. However, they are also slow 
to recover If you miss, providing the enemy a chance to 
counterattack. Experiment to find more, as these attacks can 
quickly turn the tide of battle when used properly. 

* Warriors can string together combo moves up to a / 

maximum of six in a row. fl 

* With Warriors, try stringing together melee attacks, / J 

starting with Light Attacks and ending with heavy Attacks. j M 
A sequence such as Light, Light, Light Medium, Medium, ■ 
Heavy Is among the Warrior's deadliest combos. I 

* Warriors can also press Jump and heavy Attack while 
In the air to perform an acrobatic slash on the target 

they're about to land on. ■ k 


Wejapojts 

* Hadhafaiig 

* TuRpu/inc Axe 

Special Abilities 

* Tsunami Blade 

* Rjveivof BRyinrn 

* UJaTeicSphere 


DESCRjption 

The greatest wARiUouJn The 
gadie, Ar^gorp slices Through 

FOES WttH Hfs tn AGICAL SWORD, 

AnDURiL, AflD wiThsTafids 
blow afterglow To continuE 
The FiGHt. Dun harrow Dash 
SHOULDERS FOES OUT OF THE WAY 
AEID WORKS WOTTDERS AGAinst 
OYERRyn situATions, AnovRjL's 
Spirit will Ryin An orronEnt If you TintE IT To sTpJke 
The foe. You utmost powerful ability, Wave of Vhdead, 
sprays An area-effect blast That Ann jhSlates afeyThifig 
in its paTh. Aragorp CAn lead acy charge, md There’s 
no beTTerHerp for. wad Inc in To The ThIcicof fninGS to 
sLAUGHtER^SAURpn's minions. 


Weapons 

* AnDVRJL 

- Throw!tig Axe 

Special ABiLities 

* DunHARRpw Dash 

* AudurIl’s Spirit 

* UJave of Uhdead 


DEsepjption 

The rvlerjof RIveiidell a no itiasTeicof The Elves cah 
Throw Down with The best of Theri! His huge blade 

HAS a Lone REACH, AHD tHAf’s nOf COVJlTtllC THE 
waTer_fower$ TmaT he car CHAnnEL witH IT. Rjveicof 
Brv! nEn CAn KnociCEnEmlES off BALAncE, Ano UJaTer. 
Spheri is The best DEFEnsiVE spell in The gaihe. You iray 
inVADE RjVEnDELL, BUT you won t BE ABLE to ESCAPE 
Elrpod's wrath. 


Aragorn has a hidden special ability: Press and hold heavy 
Attack for 5 seconds, then while still holding ft press Light 
Attack. The ability has a lengthy beginning, but if you complete 
It, you gain the power of the undead for 30 seconds! 


Cl rond's Water Sphere not only defends against projectiles, 
it also heals allies who stand inside. 
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Characters & Classes 


Weapoos 

• Sworp 

• twRpwmG Axe 

OOOQOQQQ*0<iM<><>C*5C>0<>£ 1 i?QO<>OQO<> 

Special ABiLifiEs 

■ KAnCERS FERE 

■ GonDOigAn Courage 

• Steward of Go n dor. 


DESCRjption 

As The lea de rof The last 

A BAnp OF DEFERDFR5 jfl 

OsGiLiAtH, FaraotirihusT 
safeguard The HobbIT 
■ft \ Fro do Ann repel 
V The Orc i evaders, 

5lS \ FORTunAtELY, HE S WELL 

n \ PREPARED FORtHIS RpLE AS A BEEFiERU/ARRIOR 
A \ W j ELD YQURfi RE-CHARGED SWORD AS OFTEH AS 

■ j YOUREIIERGY WILL ALLOW, ?HE mORE DAmAGE YOU 

DiSH OUT TO OR£S, THE itiore The! RAttEntion 
■ tURIIS To YOU Anc KEEPS FrQDO SAFE, GoflDORjAJI 

■ / Courage a no Steward of GonDOR.com e in 
MEWM j PARTICULARLY HAnDY TO SPLinTERCRGWDS Anc SLAY 

M; tROUBLESOTHE foes. 


Decryption 

'The titAn who cut The On e Rina 
ERPttl $AURpn*S FinGERHOW has mORE 
f haji The Dark Lord To conTEno 
UJltH, j SLLDUR^S DAZZLinG FLGH+inG 
Tech niQUES— quITe lL+ejlally, as his 
moves blur+ogeTh er[ n coLOKfUL 
AnimATlon—un ll avehge His fallen 

COMRADES on THOSE UnFORjUnAtE 

eflough To be caught awestruck. 

All The sTahdarp UJarrIor abilities, 
u/iti-i sorriE extra KjCR are aT 

lsiLDUI<S DISPOSAL* 


WeAPOHS t 

■ FlAR^iL 

•THRowinc Axe 

Special AniLifiES 

* Aeglo's Sharp 

* Blade or Th e ITT ark. 

* Harsei. Spike 


DnsciUPtion 

f 

You riEVERWAFlT To IHESS WttH An A □ GRy 
DlUAECFr especially a well-armed, 

expert com baT Ant l!ke Gi in Li. Short in 
sTaTurl, buT stout in sTreogTh, GimLi 
moves oyicKLY wiTh Dwarven Ryn 
AJ 1 D CHALLEnGES ANY EnElTlY’s MELEE 
DEFEASES WttH B ALIENS REVENGE. Hot ' 

TO BE OUtDOnE BY HIS FELLOWSHIP PALS ' 

Ar^gorii An d Legolas. Gimti car - 

outright destroy An EnEirv in coipbaT V* 
with The bruTal LancBEARp Pouno* He"s 
ALSO BEEfl Known To SinGLE-HAQDEDLY take 
out f rolls. 


WEAPons 

- Battle Axe 

• SaTchel Bohib 

Special AuiLitiEs 

• Dwar/eo Run 

• BALin f s Rjveoge 

• Lone beard Pou n D 


DescrIpT ion 

SAURpn's fooTsoldIers were- on ce ninE 
mortal men who are now fo revere ns laved 
V To The Lord of HIorporIs service* 1"mey 

i| FIGHT Li RE UJARREOR> 1 XI it H S V PERJT AtURA L 
iV POWER-, SUCH AS BLACK. BREACH, WHICH 
||| CAD FREEZE vlctlMS 111 FEAR AS Tl’ DEALS 
Iff DAMAGE. PoWERQFTH E niNECAH LOWER A 
I it TLkjkjric Boom as The FIazcul flIps Toward 
f |if its Target, atid Flurry or Tf*rrorslfces- 
M swiftly eveo as it lifts The (IazgOl out of 
! j mri Epi aTe dahger 


U/eapotis 

- SWORD 

- tHROwinG Axe 


Special AbIliTIes 

• Flurry ofI'error 

• B lack BreaTh 

• Powerof The XllnE 






Every one of Faramirs energy charged attacks can be 
mashed for many more hits—with (ire! 


Nazgul can continue from Hurry of Terror to 
Power of the Mine in the air. They can also go 
from a Power of the Nine to any other energy 
attack, including another Power of the Nine. 
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Characters & Classes 


special attacks 

Crowdbrkaker 


Flame of Fury 


When you come down with ; 

this amazingly destructive 

special ah 11 ty, the enemy 

will almost be cleaved In 

two If he doesn't dodge 

Immediately. Though It 

leaves you In a vulnerable 

position If you miss, and It PfeaSSB1 

takes an extra second to ' 

execute, It's all worth It to land the big hit. 


DEScujpTion 

The most powerful figure: on 1 he evil sine 
Towers ovefcTht battlefield. As imposiriG 
as onr of The QiAnTs. Saurqh fights as 

WELL AS Any U / A RRJ OR. EXCEPT HE TRADES in 
SWORP FORJTIaCF.. U/lTH HiS LOJIG REACH. 

Heart op Horror Ann Soul Collector 

CAD BE BRUTAL, WHILE THE A R£ A ™ E FFECT 
III o R.D..01C [ J OU n D KH a c K5 D O W U A U Y OH E 
caught In FRpnt of fits [T1 ace slatti. The 
D A RR L O RD C A n ro w E rT H RpVG hThe E n 1‘ i RjE 
s l d s: of good; he's ThaT oasTy! 


U/EAFOnS 

■ ftl ACE 

* Thrpwijig Axe 

Special Abilities 

* HearJ or Horror. 

■ rrfORpOR^POUnD 

- Soul Collector. 


Whirlwind Sweep 


• If your Warrior has 100 percent energy, you can perform a 
powerful crowdbreaker attach while being hit (or blocking). 
These attacks will dear enemies from the Immediate vicinity, 
giving you some breathing room. The Warrior can also perform 
one while on the ground! 

Fire Strike 

attach plan. 


The Warrior's most versatile attack brushes back enemies and 
damages multiple foes In a single fiery rotation. Break out this 
move often to gain space to set up new attacks. It's also the 
best ability for clearing out a capture point when you have the 
extra energy. 


DESCEjpfion 

A s you m i g hT f magi n e Th e leaderof Tm e n a z - gv l 
has The 5 a hie stRFnctHS a no weaknesses as The 
V Hangul. However, His inti mlim+iiiG forjh packs 
a l iff le hiore puhch. ahd aTTagrs l i ke t errpr 
i V Quake are suheTekTo execute. 'The U/itoH-KinG 
■ { commnos w ha T ever. sITuaTi o n you se n d h i m 
B r i n+o . o fee n styely or n efe n s i vely, a n d The e n e my 

l SHALL BED D TMELRKn EE OH E WAY ORA Cl Of TIER 


Weapohs 

• Sword of Terror. 

* 1"HRpunnG Axe 


■wm 


BM 


ADVAIlTAGES 

• Greatest Amount of HealTh 

• StRpnGESt ITIelee Fighter. 

• ExcELLEnT Blockjjig 


DfSADVAntAGES 

- ITo Healtttg AbIlITy 

■ UmltED Ragged Attack 


Special Abilities 

* AnGmARFLURi^y 

* Black: BreaTh 
■ Terror. Quake 


OVEROOTlFiDETTCE CAR BE THE WARRIOR^ UTIDOITIG. YOU 
CAH PUHCH 1 SLASH, AITD TEARTHROUGH ITIELEE FOES LEFf AflD 
RIGHT, But YOU Don't WAHt TO PLUnGE HEADLOHG I FltO 
BATTLE OVERAnD OVEEjDRtHOSE WOUnDS WILL ADD UP. UJltH 

no nAfuRAL healIhg, you must rely on Health Orbs froih 
EOE inlES To SURVI VE OR.SEER.OUt A FRJEnDLY III AGE. 


UJHEn YOU EntERRlELEE, YOU WAnt A UJARRiOR_TO ATTACK 
OKDEFEHD FORYOU. THEY ARE USUALLY At THE HEAD OF 
A CHARGE, AITD YOU GAIT CALL VPOEI THEUT FOR_AITY DUtY, 

UJitH The best health aud arotorj n The game, Warriors 
geeierally last LoncERjn The battle. Ano Thus are 
ALWAYS RELIABLE. 






! bb 7 c es of S 
t° Her,o 

SAURP 


Sam on can be damaged; however, he cannot be 
Knocked down? His Soul Collector deals damage 
even to blocking enemies, and if you finish 
someone off with It, there Is a special surprise. 


At first glance, the Witch-King may appear 
similar to the NazgGI, but his Terror QuaKe can 
damage an entire battlefield full of enemiesl 
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' Lower your shoulder In a fightl If you charge toward a distant 
opponent and execute a Heavy Attach as you near, you'll slam 
your foe with a shoulder hit that will send him flying. 

► The Warrior's shoulder tackle (run for 1 second then heavy 
Attack) will stagger any enemy, as well as break a block. If you 
are quick, you can continue your combo after it; however, your 
opponent can hit buttons to break out of the stun and hit you 
first, so be prepared! 

■ The Warrior can block melee attacks, however, certain attacks 
exist that cannot be blocked. These attacks differ from unit to 
unit, but every character possesses at least one. The Warrior's 
Flame of fury still knocks down enemy units. 

To dispose of pesky 


<><><>0O<>O<>O<>O<><>00<>0<>O<>O<X>OOO^^ 

Using Throwing Axe is a good way to close the last bit of 
distance to your enemies. If executed properly, It can even 
create opportunities for you to follow up with a juggle attack. 
Blocking and evades 
are powerful tools— 
learn to use them 
properly. He lee moves 
will not do damage to 
you If they are blocked, 
and even If the move 
still knocks you down 
there Is always a 
chance to recover. 

When running toward m .. 

an Archer, tap Block to evade his Kick and then finish him off. 

Block a Scout's attack string. Once the Bcout makes his Anal, 
slower attack, evade It and counterattack! 

Let a Mage see you approach, evade his You Bhall hot Bass!, 
and hit him back while he's vulnerable.. 

When performing a combo against another Warrior, stop 
after a few hits, evade his crowd breaker, and then punish 
the recovery. 

Warriors are incredibly 
effective at plunging 
into the fray and 
causing chaos. 

They are Incredibly 
versatile, and they 
can be used In every 
situation, offensive and 
defensive. 

If you suspect a 

Cloaked Scout is hunting for you, don't forget you can change 
directions while attacking, Swing at the air once or twice to 
tempt him to move In for a Backstab, then swing the opposite 
direction and catch him offguard. 


Mages or Archers, the 
Warrior's full combo 
wll do the trick; Light 
Attack x3, Medium 
Attack x2, Heavy 
Attack. This also bu ids 
lots of energy for the 

next enemy However, -J9MH 

if you are In the heat 
of battle and can spare 

the energy, a quicker alternative Is Light Attack x2, Medium 
Attack, and Flame of Fury. 


note 


Each class has unique strengths. Refer to the walkthrough 
chapters, "War of the Ring' 1 and "Rise of Sauron," for 
recommendations on which class is best suited for each 
level objective. 




Characters fif Classes 


Best Co-op PAiRinG: 
Warrior add TTIage 


Warrior aitd Archer. 


J3riL.onCED FOfCRrinGED AnD IflELEE COlTlBAT, THE 
WarfIoicaad Archereworkwell in Tan d E m. The 
Arch eecloves to destroy targets at m hoe, add the 

UjARRiOR^DISPATCHES EHEmiES tHrit HI ATT AGE tQ GEt f 
CLOSE. The ARCHETCGAn HURT OR.5LAY Efl E 3TIY RAHGED 
At+ACKERS BEFORE THEY Grin DEAL DAMAGE (a WEARJIESS 

I n The UJarr|ok $ baTTle plait). 


This euay be The sTrokc-esT PAiRinG in The gahie. The 
tit age hurj,s FiRf afi d LiGHtninG to destroy Targets 
A t FLAnGE, Ano The WarjiI or dispatches EnEmiES 
ThaT in An age To geT close. The ITIage's ShIeld 
PROTECTS The UJARRlOKFRpm rahged ATTACK?, AnD A 
WELL-ffmED HEALlnc CAn keep a UJa rri o k_c h urji i nc 
Through melee Targets. 


Warrior ahd Scout 


The Two hie lee combaTa nTs will Rip Through 
DEKEnsES, U/hile The UJarjuok hefTs ARpuno brute 
sTrEOgTh, aad hopefully provides a DistRAction, The 
Scoot cad Cloak a no circle., okdefTly roll, to get 

BEHT LI D FOES An D CAUSE HAVOC, They BOTH HAVE GREAT 
com BO CAPABILITIES AITD CRpWDERJAKjnG MOVES THAT 
DISRUPT OPPOHEnts. 


Warrior add Warrior 


If you ThovghTThe Wakrj o k a n d Scout pajrjhg 

WAS BRUT A L In MELEE, YOU H AVET1 T SEED THESE TUJO 

in Action. Su/qrps AnD fire arg AROun d. Fists ahd 
KICKS let loose, Am> eoemIf.s Enn up dead in CLUMPS 
\J nFo rJu n aT e ly, you have no defeptse AGAinst 
RAGGED ATTACKS, save YOUKWtTS, WHICH GAFT LEAVE 
YOU VULnERABLE. 
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Characters 8f Classes 


-— 


Grunts 


Giants 


These are the most 
common of all your foes 
and will fall easily before 
your attacks. Just don't let 
them overwhelm you. The 
free Peoples' Grunts are 
generally Gondorian men, 
though you will also battle 
some Rohirnm and Elves, 


These oversized creatures 
are the true brutes of the 
battlefield. They can grab, 
throw, and crush their 
opponents with ease. 

The forces of 5auron 
must defend against 
powerful Ents, 


Grunts 


Heroes 


These are the most 
common of all your foes 
and will fall easily before 
your attacks. Just don't 
let them overwhelm you. 
5auron's Grunts can be 
either Uruk-hal or Ores, 


* ^ ^ Mere ^ 

■ challenged to slay a hero 1 

unless you control an opposing hero, Free Peoples enemies 
Include baruman, the Witch-king, and even 5auron himself. 


Heroes 


Officers 


unless you control an opposing hero. Huron's enemies Include 
Gandaif, Aragorn, and even Elrond himself. 


As skilled as you may be 
with your weapons, these 
enemies are trained in 
the same classes: Archer, 
Mage, Scout and Warrior. 
Officers can block attacks 
and have many more 
abilities than Grunts. 


Officers 


As skilled as you may be 
with your weapons, these 
enemies are trained In 
the same classes: Archer, 
Mage, Scout, and Warrior. 
Officers can block attacks 
and have many more 
abilities than Grunts. 


Machines of War 


All other weapons of war j 
fall into this category. Fell I 
Beasts will attack from 
the skies, catapults and \ 
ballistae can be fired to 
demolish enemy forces, ’ 
and even Ollphaunts 
must be mounted and cut 
down to help turn the tide 
of battle. 


Captains 


Machines of War 


You can identify a Captain 
by the flag on Its back. 
Captains have the same 
abilities as Officers, 
except they can deliver 
more damage and have 
much more health. A 
Captain's very presence 
strengthens the troops 
around It. 


All other weapons of war 
fall Into this category. 
Great Eagles will swoop 
down from the skies, 
catapults and ballistae 
can be fired to demolish 
enemy forces, and 
mounted horsemen must 
be chopped down to help 
turn the tide of battle. 


Captains 


You can Identify a Captain 
by the flag on its back, 
Captains have the same 
abilities as Officers, 
except they can deliver 
more damage and have 
much more health. A 
Captain's very presence 
strengthens the troops 
around It. 


Weafoiis 

* Fi AI Li no TrEE 1" RVR K5 

• STorriPino RpoTs 


Special AuiLitv 

* R^mrAGinc Auger, 


USB 


Giants 


These oversized creatures 
are the true brutes of the 
battlefield. They can grab, 
throw, and crush their 
opponents with ease. The 
Free Peoples must defend 
against fearsome Trolls. 


DEscRjpfion 

The piighTy Trees of Fargoru Fores? have coree 
To The aid of The Free Peoples agairsT Sarvihah 
ard isEncARp s destructive practices, CouTrpl 
ohe of These cmnTs attd you Towerabqve The 
battlefield* You cafe bash sm allerfoes out of 
YOURWAY with HIASSIVE forearjh fRFE lIitibs or 
grab Them FQRonE-SHOt kjlls. ComBinE both 
YOVRUPPERL iUlBS FORA POWERFUL SHI ASH fMA? CAII 

Topple waTchTqwers, 


DescrjpTioii 

The mosT daticerpvs creature in The in credibly dArgerpus HI Ires 
of ftloRiA. The Balrpg faces off agaihsT Gardalf in The "War 
of The Rinc" ard reTurjts LAtERin The ShIrj: as a Hero you car 
conTRpL in The "R|se of SAURpn .' 1 Its most DEuiLrTATrnG attack, 
FiiCE BreaTh, razes a huge a ilea in FRpnt of it Ano drops ever The 

S+OutESt DEFER DER1 ft SECOtlDS SHOULD +HEYBE UIlFQKjttn AfE EROUGH 

to LinGEFcin The flaihes. 


We a pons 

• Fla mine Sword 

* Whip 


SPECiAL AsiLitY 

* Fire BreaTh 




^d Yidtrcri 


% 


Playirg ah Ent 
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aoall 


i: v>ef&nT> Che keeping 

Warrior 


helm's Deep won't hold unless the strongest of spirit and stoutest ■ 
of heart answer the ca!!. As a Warrior, you have an abundance of 
strength and stoutness, and it will be called up in great reserves 
to battle bach the waves of Ores that crash against the ancient 
fortress. Though the Archer Has the advantage of precise ranged 
attacks, the Warrior's toughness and brute strength in melee 
combat give him the edge in most helm's Deep objectives, 

Including your Initial foray to defend the Deeping Wall. The Mage 

and 5cout classes are not available for helm's Deep; you will only 

switch bach and forth between Warrior and Archer to complete your tasks, 


LEGEMD 


mm ■iaMimwMi 5aruman's min on5 
gwpjJygljy threaten the fortress with 
the ■ siege 

^ sheer numbers, which 
| ■ will eventually ovoirun 

; the battlement if left 
: unchecked, It's your 
: duty to prevent the Ore 
Invasion, or die trying, 

: , When the level begins, 
you stand on the outer 

wall of Helm's Deep. Look for a blue-white ringed section In 
front of you, This Is a capture point Uni ike most capture points, 
you don't have to seize control of this one; you already own It 
Instead, you must defend the area, the Deeping Wall, from Ore 
attach for one minute and 50 seconds. You will receive a flashing 
red "overrun" message on your screen if more Ores enter the 
area than your allies, so keep fighting on until you repel enough 
to succeed. 


If you find yourself overwhelmed with multiple foes. Whirlwind 
Sweep blows Ores off the wall or away from you for a breather. 
Should an Ore daze you, try to counterattack and turn the tide; 
however. If you get knocked to the ground, don't try to jump up 
and counterattack right away. Odds are you'll take more damage 
because you aren't prepared and your opponent is. Rather, roll on 
the ground away from the enemy and regain your balance before 
setting up your attacks. 


Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Aragorn 


/Ymr you rope. Lhc initial 

.... areas. When you reach the 

second side, some Ores may have already spilled over the sides. 
Battle them back toward the ladders, then punch, slash, or kick 
Incoming Ores back down the ladder rungs. After a minute and a 
half, you survive the assault and move on to the next stage. 


the wall. At range, chuck 

your Throwing Axe to knock one to its death. Up close, Flame 
of Fury or Fire Strike can topple foes. You have a split second at 
tile top of the ladder where an Ore will hesitate as it climbs up 


Archer 


Once you become skilled 

torso If the Ore becomes 

a moving target and you can't go for the critical strike. Ores will 
eventually gain a foothold atop the wall. Attack the nearest one 
and retreat as you fire. This keeps you out of harm's way as you 
deliver several arrows to finish off the target. Just make sure 
there Is no one behind you. 


m m 


At various points during the game, 
your objective will entail seizing a 
capture point. Generally, capture points 
are ringed with a flag in the middle, 
to capture the area, enter the ringed 
area and make sure no enemies share 
the area with you. If they do, slay the 
enemies quickly, or boot them out of 
the encircled area long enough to hold 
the area, As the seconds tick by, the flag 
will lower, then raise with your standard. 
Once your Hag rises to the top, you have 
successfully captured the area. 


. ■ -- 

J,' 
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Unle55 you are a skilled marksman, ft will be harder to defend the wail as an Archer. The Warrior can deal more melee damage and can 1 
withstand more damage, so he's better suited for any tight combat that may occur (or swarm situations). You will have to wield your bow 
quickly to deal with the Ore horde. 


. rfrT .. • to the ground. Even if you 

| survive the beating, you'll 
lose precious seconds, 
B frJI wr iI ch may allow a 

lo-c. 1r ■ be : j rer to sirs t fr o,. cp 
ilpM y° ur £ r asp Remember 

your Ku! Li-Arrow and rirc 
Arrow Lo fin the fd 
W^m Ja rcjund you o r a: I ca s t 

blast them back to give 
ib£o; ■ you space to maneuver. 

A Poison Arrow works well to slow down an approaching Ore 

or a torchbearer if you don't think you can kill It right away. 


to take them down that 
much quicker. Avoid 
needless combat with 
non-torchbearing groups, 
else you might tie yourself 
up with a struggle that 
leaves you III prepared to 
defend the capture point. 

You have to do a lot of 
hustling to weed out all >bl 
the torchbearers, but a 
strong sword can still save the day, 


U7AR.RjOR.AnD AR.CHER 

1 he UJarjei oi^ftnn The Arc he it. ran re a good Team defeeiD ino 1 'he wall. Therj alee tu/o basic attack. plars: You 
cah Take Down foes quickly by u/oRKinc Together or.you CAn split your.forces to coverall tHE ladder. If you 

DECIDE tO UJORK, tOGEtH F EC CHOOSE Hll EJ1D, SEt tHE U/a RJU0RAD] ACEnT to tHE LADDER^ V/itH THE ARCHER 10 PACES 
OFVSO BEHinD. 1'he UJaRRIOR!s JOB is to EEIGACE 3IR m E Di At EIY AIID KflOCR?HE OROS OFF tHE LADDERS AS QUICKLY AS 
POSSIBLE, f HE AR£HERUJATCHES UP HIGH EVER LA DDERTh E UJARRjQRJSn'f OH HJID tARpEtS ARY FOES THAT 5UDDEHLY SHOW 
VP to SURPRISE tHE UdARR]OR WITH nO SECOHDAlcy tARGEt in SIGHT, tHE ArCHLRCAII ADD DAMAGE to THE WARRIORS 
Target. In Tahdeir, The Warrtgraiid Archercaei mop up The Or.cs quickly on otie side, Theh rush to The qTherTq 
do The SAmt. However, 3f you decide to split forces, each must prevert His respective side from be 3 nc overruii. 

You HAVE FEWER FOES to DEAL WltH fH An tAKjnG OH ALL tHE ORCS TOGETHER BUt tHE PRESSURE is On To KJLLP YOUR 
k side's Orcs DOum add out of The capture area FORf he nrinutE ahd a half ti me Limit, 


group 

Continue slinging arrows until you get the message that all is safe 
and lb time to return to the keep. 


Warrior 


AR.CHER.AnD Warrior. 

tHE AR£HCR.WiLE RE tHE STAlUn THIS FiCHt. "fllE 
UiARRiOR^CAn PLAY BODYGUARD to tHE ARCHER 

KLCPinG RusHinc Orcs offI'he Archeras he 
picKS off The Torchbearers. Otherwise, The 

ARCHERSHOULD MOLD tHE DEFEHSiVE ARE A WHILE 
tHE WARRIOR ATTACKS iHE FI E AR£ST TORCH BEARER 
IF BOtH PLAYERS DOWH tORCH El L ARLRS OH LitHER 

side of tHE ROCKoutcupppinc Divioino The 
TerrA n. The tH Rf At should be FJLitni haTed In 

SMORt ORDER 


Yq ur strafegy a L : the 
I y Warrior is Lo c r -arge c:... t 
into the Ore rush. You 

can'- wa I urenrol for oc 
tomhbearers to come lo 

you; one knockdown at 

mmmjM that point will spell doom 
|v for the whole fortress. 

.." ".' " Charge toward the first 

torch you see and engage with no mercy. 5ave your special 
abilities for the torchbearers (and possibly their immediate allies) 


2 :kiLL the toRchBeaRSRS 

Archer 


When you finish the first objective, immediately jump down off the wall and look for the half-circle 
capture area up against the outer wail. This Is the defensive zone you need to protect from the incoming 
torchbearers. Because of the Archer's long range, you're better equipped if you bring a bow to this fight. 
Don't panic, though. If you continue with the Warrior from the first objective. You can battle through the 
horde of regular Ores more efficiently as the Warrior; however, you will have to run out to engage the 
torchbearers (so they don't swarm you), and It's easier to lose track of the incoming torchbearers and 
let one of them sneak through to the capture point. The Archer's arrows can drop torchbearers from afar, 
all while you stand within the capture area and ensure its safety. 


5 : fall Back to the keep 

Archer and Warrior i,ii,nininiFWiiF 


It doesn't matter whether you 
are the Archer or Warrior for this 
objective; both have an athletic 
pair of legs, and your only task Is 
to race back to the keep. Push any 
remaining Ores out of your way 
and hightail it back to the nearest 
ladder Climb up the ladder and 
reach the upper wall section. 


Position yourself at the 
edge the capture area 
1 and r; can foraglc jw ing 

;; ge t u sed to da n c i n g ba c k 

stand still for more than 

one. Continue bouncing 

back and forth so no torchbearer approaches too close to 
become a real danger, if they do, you must kill them immediately. 


Once a torchbearer 
reaches the capture J 
point, you have about two 
seconds before the Ore j 
lights the fuse on a wad 
of dynamite that will blast 
the wall to smithereens. 1 


■ range. It will be a very 

difficult shot unless you 

rely on your zoom to draw a bead on the target. Aim for the head. 

If you hit If, you'll score a critical hit and kill the torchbearer with 

a 5Ingle arrow. If you miss 

the head, you'll probably fl 

st-lke the chest and 

indieI. heavy carnage. Two 

snob :o I he chcsi shoulc 

finish die Larch bearer 

off anyway. 


At this point, youdl witness a cutscene of fiery catapult 
missiles pounding the Deeping Wall. Unless you want to be 
a permanent (and smeared) part of the scenery, you need 
to run a full speed up the battlement In the direction of the 
large yellow arrow marking the next objective point. Fall to do 
this and a catapult missile destroys you in a single explosion, 
Rush through the archway at the end of the wall and head 
toward the main gate for your next assignment. 


Continue moving to avoid 
a melee blow that stuns 
you or, worse, knocks you 
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Warrioraiid Archer. 

tHE AR£ HERSHOULD APPRpACH COOPERATIVE 
play The SAmE as His solo Ryn. instEAD of 
S tiCKjnG OR£S tHAt HASSLE tHE OtHERHELm'S 

Deep gvarps, tHE Archershould protect tHE 
UJarrioras he charges into comBAt, BotH 
PARjnERS SHOULD CLEARTHE GAtE AREA FIRST. 

You Don't WAnt ahy Or.cs SLippinc, Through to 
HARASS tHE ARCHER, TUSH OUT GRADUALLY tO tHE 
RAinp, tEAminc up aTTacks on The cLOSESt Or£S. 
ContinuE FiGHtinc untiL iHEtimE Limit EXPiRfS. 
iF onE PA Rtn ER BECOm ES LOU) on HEALtH, RETREAT 
FOR.A BREATHERAriD LEt tHE OtHER.PARf H FRCARRY 
k tHE ATTACK.FOR.A WHILE. 1 


Archer.A n d U/arjrjor. 

Ri;n, Ryn. Run! BotH players nEED to FinD 

tHE nEARESt LADDER* CLilTlB UP AtOP tHE 
DeepIpc Wall. Up top, you sHOULDn’t 
have AnY Orc RfsistAncE. so There's no 
nEED to Stop untiL YOU REACH THE SAFEtY 
OF tHE niAin GAtE AR.EA. LeT tHE CAtAPULt 
miSSiLE DE+OHAtE BEHinD YOU, SURE, THERE'S 
A BiG HOLE in tHE DeEPI TIG WtVll. BUt 
YOU’LL BE BACK. to HELP it OUt LATER, 


the Ores near your allies to keep them alive longer to aid 

In the defense. Advance 
b step by step as you drop 
Ores, and try to push out 
1 toward the edge of the 
11 defensive zone. Poison 
* ; Arrow will slow a large 

group of approaching 
Ores, while Hre Arrow can 
explode Ores off the sides 
for some quick clears. 


5^: Rail# to theoDen 

Warrior and Archer 


Warrior 


Unfortunately, when you 
arrive at the main gate, the 

Ores have already begun 
breaking it down. 5tand 

your ground and wait for the 

blows to shatter the gates 

As the Warrior, you should 
have the health to wade Into 
battle against a sea of Ores 

as long as you wield your sword effectively. A throng of Ores will 
press through the gates. Jump up to meet them and turn them 
back quickly. You don't want them forcing themselves into the 
courtyard or you risk being surrounded and losing your tactical 
advantage. Throw a shoulder or a Whirlwind 5weep to brush the 
front Ores back out onto the outside ramp. 


Pacing the main gates out on 


the ramp, x ....... . . 

return the way you originally came. Make a 

left after the gates and run up the Incline and around the first bend to your 
right. You'll see a courtyard with steps on your left. 5everal flights of these 
steps lead up to Theoden's throne room. That's your objective, after you 
eliminate any Ores in your path. 


Your allies will already be engaged V 

wlth the Ores threatening Th£oden. ^£ 

Aid them on the front stairs - ^ 

through well-placed sword strokes j ^ 

or deadly arrows. Don't charge 
up the stairs or you risk getting 
hacked from all sides. Methodically 

take out the Ores on the stairs to clear a path to Theoden. Plus, eliminating these Ores now 
means you won't have to deal with any stragglers in the next, much more challenging fight. 


Tight your way outside and continue to alternate to whichever special attack is ■■ 

available. If the Ores begin to collapse on you, pull back a few steps and chip away 
at the nearest ones. 5lash Into the midst of the Ores to give your allies some 
much-needed support, and don't forget that you can always force Ores over the 
sides to dispatch them much quicker than cutting through all their health 

Avoid attacks from multiple Ores at once and you should be able to hack away at enough Ores to hold the gates for the required one 
minute and 30 seconds. It will go easier If you clear a path to the edge of the capture area and defend from that position. 


[nvcaccj ‘<xitxu 


Cooperative Play 


CooPERAtivE Play 
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one in front of you. Remove as many of the Ore Grunts as you 
can before attempting the Officers. One benefit for the Archer 
Is that you may be able to fire several arrows before an Officer 
can reach you. If you have room to bach peddle, you should drop 
each Officer without taking a lick of damage. 


Archer 

you are up for a steep 
challenge on this objective 
a5 the Archer, You must 
be very aware of your 
battle surroundings, else 
Ores will pile on you and 
your limited melee shills 
W IH not save you. You also 
must have an accurate 
and quick trigger finger 
to nock enough arrows to 
down the many Ores In 
the chamber. With some 
patience and skill, though, 
you can handle the 
situation. Because there 
3 re large enemy groups in 
here, start at the doorway 
.and work your way slowly 
in by slaying Ores one by 


WARRJORAnD ARCHER. 

Retrace your $Tefs PRpm The main gates aod head back Toward The DeepIiig Wall. Take vovk.fIk$T rJghT ahd 
ehTerThe courtyard, On yqurlefT, several flights of sTairj lead vp to T h EODEn r s Throjie Room. The Archer 

SHOULD LAV DOWEL FiR£, WHILE Th E U/A KPJ OK E U G AG ES in mELEE COItIBAT On THE TIE A REST TARGETS. CLEARTHE STEPS 

before you mov'E on to The qexT obiecTive so you Don't add hiqre eii euiIes To The mix. 


U/ABjuoicAnD Archer 

it's The Warrior a no ArgherTag Teaih agaja, 
Sefid The WARBjoRinTo The rniosT of f lie Fin^T 

OrG GROUP, WHILE THE AR£HERPRpViDES support 
FIRE, CoORpinATE ATTACKS To drop FOES FASTER 
Stay eiearThe doorway unfiL The Or£ GruhTs 
are eli inin aTed, Theh advahce on The Officers. 
Ti-ie Arcihershould draw The Officercloser 

DEAL-inG AS IflVCfi D AIR AGE AS POSSIBLE, AELD THE 
UfARUORFinlSHES OFF THE ORC WITH A SPECIAL 

aT+ack, RjpeaT fokeach QFFicERunTrL The 

tHROnE Room is SECURE. 


object\ue 6: kTLL the officens 

J&^a, Warrior 


The battle in Theoden's throne room Is tight quarters, therefore, 
the Warrior's talents are best suited for the objective. Blice 
through the Ores at the front of the chamber. You want to engage 
a handful of them to build up power for your special abilities. The 
Ore Grunts won't stand up long to your attacks, but there are 
many of them and they can't be treated lightly. Watch for the 
yellow arrows over the heads of the Ore Officers. When you get 
dose to one of them, it's time to switch tactics. 


oBoectlae 7: Retake the aeepfog uoalL 

U * 

Aragorn 


When you complete the objective to kill the Ore 
Officers, you gain the chance to play your first hero, 
Aragorn. You almost always want to play heroes- 
They are more durable and have stronger abilities 
than their normal counterparts, You're definitely in 
great hands with Aragorn. 


Weapons 

* AnouRiL 

* THRcwincr Axe 


SPECiAL ABILitiES 

• Dun Harrow Dash 

• AjidurIl's SpirIT 

• UJave of Uiidead 


A fto r t h c L h ru r 1 e r a o m v ■ a ■s H 

I "2 o C d: ■ C C 01 LI I e C> f C SR® • W/ 

Cyunfs, or the ones who 
may interfere with you, 
launch a sneak attack on 
whichever Officer isn't 

a we re o f y c, j " p re s c n c e. pet _. ■, ■ T' 

the opportunity arise. If 
you can't get quite close 

enough to land a series of blows, draw one of the Officers toward 
you with the Throwing Axe, Dodge any Incoming attacks first, 
then retaliate with your special ability of choice. With the first 
Officer dead at your feet, survey the chamber for the remaining 
Ores and formulate your next battle plan until all Officers 
lay silent 


DEscRipf ion 

The greatest WarriorIi! The gaihe, Akrgorh slIges 
Through foes with His in agIcal sword, AnouRjL, Ann 
WitHsTAElDS 33LOW AFTERBLOW tO COnTIfiUE tHE FiGHT, DuilHARRpW DaSH SHOULDER'S. FOES OUT 

of The way afid works wofider^ AGAinsT overkuit situATions, AnD'Oal lY Spirit will ru \ n An opponent ef you Tithe iTTo 
stRjKf the foe. YouritiosT powerful ability, Wave ofUodead, sprays An akea-effecT blast That AnniHiLA+ES AnYfHtnc 
In its path. Akagoro caq lead a:iy charge, ah d There's no better Hero forwadIqc inTo The thicrof f nines To 
slaughters a v Ron's minions. 


Unless you need to brush wmammamm 

I :a c I \ a n 0 r c o r l wc3 . * : ,a v e 

your special abilities lor 

the Officers. Cut down 

any Grunt Ores n the 

area find try to a:tack w 

Officer when Its back Is 

turned or It's otherwise 

engaged with your allies. 

A well “placed Flame of Fury goes a long way to cutting one down, 
and Fire Btrlke will keep the Officer off balance for future attacks. 
When you have one on the ropes, continue pummeling It with 
whatever special ability Is available and try to string together 
combos to slay the Officer before it can counterattack. 


Whatever your battle 
pton, don't allow two 
or more Officer* to 
gang up on you. They 
hit hard, and if you fall 
prey to a combination 
of blows that stuns 
you or knocks you to 
the ground, you may 
never recover. 


Aragorn has a hidden special ability: Press and hold heavy Attack For 5 seconds, then while still holding it press 
Light Attack. The ability has a lengthy beginning, but if you complete it, you gain the power of the undead for 
30 seconds! 
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After the first capture area 
falls bach under control of 
the Helm's Deep guards, 
advance down the stairs 
and past the newly formed 
breach in the Deeping 
Wall. Ores tend to fioch 
to this area through the 
breach, so you may 
have some swordfightfng 
ahead. IDs a good place 
to slay single Ores and 
regenerate health if you 
need to recover strength. 


Exit the throne room 
and head back down to 
the Deeping Wall where 
you started. Ores have 
flooded the courtyards 
and passageways, so be 
on guard. Practice your 


multiple abilities as 
Aragorn. 5ure, AndurSt 
alone will destroy any 
of the Ores; in groups, 
however, you'll need to 
tap into some of those 
other abilities. 


mmmmmmmmmmmmmBmmmmmsij Wave of Unde ad wipes 

out any of the Ore Grunts 
caught in its wake. On your descent to the two capture areas on 
the Deeping Wall, wash aside large enemy groups with the Wave, 
Dunharrow Dash is also excellent, as you can smash Ores off the 
wall with a mighty charge. Remember your tactics as a Warrior 
and apply them to the remaining Ores on the walk 


Follow the same general plan of attack on the second platforrr 

You probably wont have to deal with the second barrier If you 

come up from the stairs. Cut through the Ores with Aragorn, 

and hold the second 

capture area long enough 

to claim it and the IHH 

penultimate objective. 


The Ores have erected a 
wooden barrier In front of 
each capture area. Any of 
your special abilities will 
break down the barrier 
quickly, or you can hack 
at It four or five times with 
normal swings to cut it 
apart. When the barrier 
collapses, make sure the 
Ores on the other side 
don't pile on you. Rush 
into the first capture area 
and slay any Ore that 
challenges you for control. 


extern 



❖ helm's Deep 


Warrior and Archer 


Whether Warrior or Archer, you'll be Inferior to Aragorn, 
5 o only choose one of these classes if Aragorn falls in 
battle The Warrior should follow the same tactics as 
Aragorn, except it may take a bit longer. The Archer 
should slay all the Ores from long range, using zoom to 
home in on targets if they're far out on the battlement. 
To remove the barriers, the Warrior's fire attacks and the 
archer's Fire Arrow consume the wood in seconds. 


War of the Ring 




A bag OKU leads The charge in this Team-up, As The 

A R£H ERJUOVLD wiTw A nOKplAL UJaRRIOR, HE SHOULD 
SUPPORT ArAGOFUI U/jf K EXtRfk DAMAGE A HD A CRjTiCAL Hit 

on Anv Orc fRyi.no To ambush The Hero. The Archer, 
should ion itE The r a risers ujeTh his Firi- Ar.ro ur Ann 
Ar^GORJI UULLfAKE CARE OF THE RES? \ FI MELEE COMBAT. If 
you want to a creative til are vver, The Archer^caei head 
D oum to The DeepIhg Wall via The regular path ujhIle 
A flag or]] goes out The m a in gate ago climbs ore of The 
out erwall ladders. While The ARGHERjLAins arrows 
D own on The she my AnD destroys The barriers uHTh 
fie py attacks, ARiiGOigi surprises The Orcs ahd cuts 

1 'I-IELQ DOwn FROM BEH l FID. 


oBaecttue 8: cyefenV) tbe Bneacfa 


<>00<>0000<>000<X><><>CX>C<>00<XX>00 , C>0 


Aragorn 


The final challenge will test your mettle against a swarm of 

opponents. Ores will continuously assault the breach, and you 

must repel them for one minute and 30 seconds. Charge out 

to the gap in the crumbling stone and start your defense there 

The fog will still be thick, as it was before when you fought the 

torchbearers here. Keep a sharp 

eye out for the incoming Ores and 

shift your defensive posture In the 

direction of the greatest threat. You 

can battle out to the capture area 

ring to fell opponents. Just don't 

wander too far away from the outer 

circle; it Is what you are defending, 

after all. i 
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War of the Ring 




Warrior and Archer 


By this point you should ' r ' ' m 

be well versed in either 

the Warrior or the Archer. Of course, you want to use Aragorn, 
but if you can't, go with whichever you feel most confident. The 
Warrior will probably have a little easier time surviving when It 
comes to the Ore swarms. The Archer can wipe out Ore targets 
before they penetrate the defenses. 


Should Aragorn become 
er" dangered, swi 1 ch to a 0' ' 
special ability immediately ■' 

Dunharrow Dash will save 
you the best l breaks 
any Ore swarm currency 
on you and punishes any | 
unfortunate spawn In your 
frenzied path. As soon 

as you're free, gather your wits and survey the surroundings to 
better position yourself for the next assault. 


Aragorji aiid Archer. 

AR£GORn CAR DEFEnDtME BREACH ALL BY HiS 

LonisoniE; however, ah exTra paii^gf h aitds 
[IEVER_MVR tS* LeTAragorji do The heavy LIKttnG, 

DiSRyninG LARGE EFIETflY GRpUPS, WHILE THE ARCHER. 

drops Threats at rbhge atid rtcx $ off closer 
Targets ThaT Try To cahg up on The Hero* If you've 
PART nrRjD to This point. The WarrIofcaud Archer 
comuinATion should hleiiosT be segohd feature. 

A minuTE Ann a half of Orc sqyisHinG Anc The 
fortress reTvrjis to The rightful haiids. 


Continue repelling Ores 
from the circle until the 
time limit expires. If 
you get low on health, 
retreat to a safer area and 
attack single Ore targets 
until you build back 
your stamina. Watch for 
the overrun warning and, If 
It flashes, charge into the 
midst of the nearest Ore 
group Inside the defensive 
area and eliminate Ore 
bodies as quickly as 
possible. After a minute 
and a half. Helm's Deep Is 
yours once again. 


LEGEND 


0 Objective 8 
0 Objective 9 
0 Objective I 0 


0 Saruman 
© Wormtongue 
C Ents 


0 Start 
0 Objective I 
0 Objective 2 
0 Objective 3 


0 Objective 4 
0 Objective 5 
0 Objective 6 
0 Objective 7 
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V ' ■ ' 


‘W*i: 


Warrior 


v _ _ ^ You can't Cloak your way 

Ores; however, you don't 
want to do this In a pack 
or you might get sliced from behind yourself. With some nimble 
footwork and help from your allies, the 5cout can capture the 
first objective. 


HealaMtty can^ 

From the starting point, your first objective, the entrance to the pits, lies directly ahead. As the Mage, 
you can run ahead of your allies toward the circle, with one word of caution. Beware the fire pits that 
erupt around the battlefield. One fire pit blazes up in front of you on the right side, so be sure you steer 
left of this pit or you'll die before you even see your first Ore. 


You are still more than a 
match for the Ores around 
the pit entrance as the Warrior, however, you need to be in close 
to deal damage, which means you can receive damage In return. 
You might wind up with some dings in your armor when you plow 
Into the capture area. With a little work, though, you can clear the 
area and hold the entrance to complete the first objective. 


. . With the capture area 

In sight. It's time to let 
loose your magic. You're 
|j fully stocked on energy, 
Jjy I 50 all your abilities are 

WFjfv. i| primed. Lob a fireball 

. Jk! ;• into the thickest clump 

t practice, but if you judge 

: the distance correctly, you 
can land it directly on top 

of several Ore Grunts arid burn them down immediately. If you 
miss, you want to come up short- this forces the Ores to attack 
through the flames and take damage (Grunts still may die In the 
attempt). As the hire Wall burns, charge through it and trigger 
your Shockwave near the closest Ores, The blast will either slay 
them or repel them, giving you the room to set up your next 
attack sequence. 


Mage aiid WarjGor. 

UJ it h tH E UJa Kid 01 C AS ABO PYGV A Rp, I'M E fTl AGE C A fl 
UPIELD TTlAGiC FREELY A FTP TEAR. APART tHE Of CCS In HO 
tirnE, Twin The Orcs in Arm argued The c apTvre 
area witM Fire UJalls add LicHtninc;. OnCE all 
The groups have beer splIhTered, The UMRjyorc 
CAR MAC 1 C APART LOI 1 E Qr£S AS tHE fTl AGE FLIPS +HE 
CAPtVRE A ICE A. Yd? GOULD E ASi LY GO HI AGE AT 1 D 

A run Eicon This ore, Too. 


and wait the few seconds to 
finally win the entrance and 
complete your first objective. 


Archer 


2: kiLL the uuuk-laai captaio 


l '’ - ’ a particularly 

enemy holds the area, circle around the flag and barrage the Ore 

with a Lightning blast or two. 

Even though you may stand uncontested In the capture area, 

Ore reinforcements are on their way. Look straight at the pits with 
your back to the starting point and note the two slopes. The one 
on the left descends to the pits and the other objectives, The 
one on the right ascends to a short hill where more Ore enemies 
spawn to retake the capture area. Throw a Eire Wall up between 
the right hill and the edge of the capture area circle. Ready your 
Lightning for any enemy that may slip through your flame barrier 


Eor the second objective, descend the left path that 
takes you Into the bowels of Isengard Here you'll meet 
up with your first Captain foe. A Captain can withstand a 
lot more damage, has special abilities, and Increases the 
effectiveness of all allies around It. You also should avoid its 
melee attacks; they're vicious. 


As a second choice, the Archer provides enough firepower to get 
the job done. You have plenty of room to maneuver and you can 
snipe Ores at your leisure, so long as you remember to avoid 
the fire pits and the Incoming missiles from bauron's machines 
of war. When you spot large enemy groups, switch to the Fire 
Arrow for maximum damage. After dozens of arrows have hit your 
targets, the objective will be yours. 






team cc| * 




The Mage makes a great team player. He can support 
his partner wil.ii heavy area-effect damaging attacks, 
and his Heal ability can rejuvenate health when Lhe 
fight seems lost. 


You can recognize Captains by Lhe standards they carry. When 
you see a red Rag waving above an enemy, you know it's a much 
tougher Toe than average. 
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At the top of the wooden ramp, lob a fireball down to 
the base where wood meets stone. The Captain, an Ore 
Mage, and several Grunts mill about the plateau below. 
Placing the fire Wail at the base will inflict damage on 
any advancing enemies. Follow up with Lightning from 
a distance, then reignite the Fire Wall on top of the Ore 
Captain when It's available again. 


As if the Captain isn't 
enough to deal with, you 
also have an Ore Mage In 
the area. The Ore Mage 
has the same abilities 
you do. If you see the 
Ore Mage ready to cast a 
spell, throw up your Shield 
to protect yourself and 
your descending allies. 

It's sometimes helpful to 
sap the Ore Mage first, because it will go down much faster than 
the Captain if you can time a fireball to pass through its frequent 
5hield attempts. 


^ ontinue dropping fire 

over -he edge) finish 
him off with Lightning If he escapes the fire. 


Archer 

If you choose the Archer, your goal Is never to encounter the Captain face to face. Pound the 
Captain with arrows from a distance up the ramp, and switch to the Fire Arrow to brush It bach If 
the Captain suddenly charges you. Your big challenge will be the Ore Mage's Shield, If that goes 
up, you can't fire through It. Walt for the Captain to approach and leave the protective confines, 
then nail it with a headshot or two. Otherwise, wait for the Ore Mage to drop the Shield and then 
concentrate fire on the spellcaster until It's no longer a problem. 


Warrior 

. 

With the Warrior, you have to go toe to toe with the Captain. Unless you have mastered the 
Warrior's maneuvers by now, it will be a difficult fight. Work with your allies to swarm the Ore 
Captain If you can, and keep an eye out for the Ore Mage. You don't want a Fire Wall popping 
up around you and killing you in seconds, so the Ore Mage may have to go first, depending on 
positioning, Special attacks should be used only on the Captain or Ore Mage. Pour on the combo? 
If you can to put the Captain in a loop of damage and stunning effects. Of course, knocking the 
Captain over the edge can also seal Its fate, 


Scout 

The Ore Captain is not going to let you slip behind him, and he hits hard If you enter his melee 
range. It's best to throw 5atchel Bombs from behind your allies and engage the Captain directly 
only at full energy. Go kill some weaker Ores If you need the energy, then take out the big guy 
with a powerful Foe hammer or Blasting Powder. 



Wage aiid Warrior. 

UHTh The III age scincinG fireballs ahd LiGHtninG, attd heautig The UJarrIor^whefi evefch e reeds it, THis 
paRJ n ersh ir has The best chalice of success, The Archer.may have Trouble GEtTino To sn Orc JTTa.ge uhTh its 
ShIeld up, but The WarrIoichas no such Trouble; he simply charges straight foeca ITIage ujho has iTs Shield up 
Anr> SLicEs it into bits. The two TogeTher^caef in elEcT a wealthy heap! no of damage on The 0apTa i n , who won’t 

StAY ARpUflD LOnG. * 


There's a wooden ramp 

leading deeper into the 

pit from the Captain's jjpc' 

plateau. You want to 

descend this ramp, but 

only after you allow some 

of you r a 11 les to d esce nd 

befo re you. The re wl 11 b e ; 

stiff resistance below; It's 

better If some of your allied Warriors engage the 

Ores before you get dose. Protect them with a 

Bhield if you spot Ore Mages or Ore Archers. 


At the base, lend your support as best you can. A Shockwave 
can break an enemy foofhoid, especially one that bottles up the 
base of the ramp. Continue dropping Fire Walls Into the heart of 

B the e n e m y''s defen se s. 

Once you're In range of 
' the Fire Machine bridge, 

| possible to prevent enemy 


(the wooden post in the 

middle of the circular .*•* 

deck) and then throw 

fireballs at the machine until you burn It down 


ttiem with Lightning On 
the bridge, heave fireballs 

down to the far end to create a Fire Wall corridor that will kill most 
Ores that enter It and seriously wound the rest, inch your way 
down the bridge until you get within range of the Fire Machine 


Alternatively, you can rush 
the Fire Machine deck 
at a run. Forget about 
the Ore opposition and 
sprint around the Fire 
Machine in a tight circle. 
As soon as your Fire Wall 
Is available, toss it onto 
the Fire Machine, then 
continue running until the 
Fire Wall comes up again. 
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You will probably take 
some damage, so Meal 
as you run to stay near 
full health. Three fireball 
hits should destroy the 
Fire Machine. 


a Satchel Bomb at the Fire? 
Machine when you get in 

range. Cloak to hide from the surprised defenders, and repeat 
until the machine crumbles into ruin, 


Archer 


You definitely want to switch to the Archer to take on your first 
major villain, Wormtongue. Against the Mage and the Warrior, 
Wormtongue's Cloak ability and one-shot kills are a big problem. 
Fortunately, the Archer can help to nullify Wormtongue's 
advantages. 

Wormtongue's Cloak ability is his main 
weapon. Me can disappear from sight and 
sneak up on you If you don't track his every 
move, which will be difficult with all the 
Ore movement. When he draws in close, 

Worm tongue will either backstab for vicious 

damage or lob a Satchel Bomb on top of 

you for a one-shot ML You need to Identify 

his location, keep your distance, and land 

damage from afar. ^ - 


One last method of Jf 

attack Is with the bridge 

ballisla. It's located on t".r? - y : . .v.-;'- t 

opposite end from the Fire 
Machine (on the plateau 
with the ramp that leads 

up to the Captain's plateau). You can grab this and blast away at 
the Fire Machine until it explodes. If enemy Ores approach along 
the bridge, turn the ballista on them instead. 


m age aitd Warrior. 

BoTh The Mage aiid The UUaujuorxafi 
deal with The Orp Mages guard! no The 
FIr-tx TTlACHfnE t so They hiake The best pair, 
forth 3s ODjEcTivE. Much like The solo 
strategies, cont'RpL The n earsIde of 
The ere dge, grab The ballIsTa forex+ra 

D A Ell AGE ORSTEADiLY ADVAnCE 031 tHE 13RJDGE 

unfit you cati reach The Fi ke Mach Me 
tUitH YQUR D Am AGE. UJlTH TWO H ITT! FfG 
tHE niACHinE, YOU SHOULD Ell D THE FIRE 
MachIee’s Threat quickly* 


Warrior 


If you don't go with tFie 
Mage, you'll want the 
Warrior. With so many Ore 
Mages running around, 

It's difficult for the Archer 
to maintain consistent 
damage, while the Warrior 
has no problem cutting 


To track down Wormtongue, exit the Fire Machine platform and 
cross the stone bridge leading to the alcove with the waterfall 
pouring forth from the cliff face. Use your zoom to lock on 
Wormtongue and keep him in your sights. If you think you 
have a shot, take it, but don't go too far past the stone bridge. 
Wormtongue will sneak past your allies and stalk you. 


th rough the Ore Mages. : 

Battle through the Ores 
before the bridge and set 
up your attack on the Fire 
Machine. You can either 
seize the ballista and 
nuke the Fire Machine 
with its artillery shots, or 

you can light your 5word on fire and torch the Fire Machine from 
dose range, 


When you have a clear line of sight to Wormtongue, unload several regular 
shots on him. You can begin with the Folson Arrow to slow him down, but 
hold the Fire Arrow. Deal as much damage as you can until he gets close and 
then strike him with the Fire Arrow to knock him down before he throws his 
Satchel Bomb, Retreat to a safe distance and then repeat your barrage until 
he finally dies. 


Archer 


• the Fire Arrow is ready, 

launch one Into the Fire Machine. If you control the near side of 
the bridge and hit the Fire Machine from long range, you'll do fine, 


The Mage's attack plan Is the same as the Archer's, except 
you don't have the luxury of the Archer's zoom to spot 
Wormtongue and your knock back attack (Shockwave) can only 
he used In dose combat Approach Wormtongue's lair along 
the stone bridge and lob as many Fire Walls on him as you can, 
follow up the fire with Lightning. Back up on the stone bridge 
and lure Wormtongue to cross through a Fire Wall and into 
yet another Lightning blast hopefully you finish him off before 
Wormtongue closes in for the kill. 




OO PE 


LAY 




I11 your battle with the Orts and Wormtongue, 
watch your step. The stone bridge is very narrow 
and, in your effort to escape enemy damage, you 
may stumble over the edge if you're not careful. 
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Mage, Warrior, and Scout 


Whether you use the 
Mage, Warrior, or 5cout, 
it shouldn't matter 
too much. It's a short 
climb up the ramp by 
Worm tongue's den, and 
then you need to clear 
the plateau above, fire is 
your friend, as the Mage's 
fire Wall can burn multiple 
Ores If you can get into 
a good position up top, 
or the Warrior's fiery 
5word can blaze through 
foes. The Scout's Satchel 
Bombs function similarly. 
When the main Ore group 
has been broken, you 
can grab the key and 
continue on. 


■ wm It's Scout vs. Scout In this 

| tussle. Cloak and cross 
T the stone bridge with your 
11 allies. Circle around for 
1 Wormtongue and see if 
HH p you can spot him before 
■ he spots you. Land a blow 
| first and keep him on the 
v - " - defensive so oc can't, 

counterattack with moves that you hold near and dear to your 
own heart. Strike him squarely with a Satchel Bomb and a special 
attack or two and the objective is yours. 


ArCHERATTD IlTAGE 

AGAinst UfOKpitonGVE, you umnt to sTay away 
as LonG as possible; nAtu rally, both loitg-rattge 

AttA CICER5 WILL W O RIG BEST. C RpSS T H E StO T7 E BRIDGE 

AUD GET Twines started uhTh The Mage s hrtball 
of U/orjuTougve, The Mage ard 


lob on tor 

ARfHEfCSHOVLD ALTERJLATe SPECIAL ATTACKS +0 KEEP 
U/ORffltOnGUE BUSY, FOrCEXAtHPLE, while The Arcmeiv 
strikes Him witH a Nice Arrow, The HI age readIes 
Fire Wall. oecafTer_a Poison Arrpw. nit Him with 
a LlGHtninc bolt, Povr_oii The da m age untiL he 

DRpPS, Ano REMEmBElcTO RETREAT BACK.ALOTTG THE 
STORE BRIDGE i F HIE LEE COHIBaT THRf aIEIIS. 


At the top, support your 

allies with more arrows. ■ ■ 

Continue punching holes Ai- 

ln Ores until your allies J» 

secure the plateau. The 

Key sits In the middle of !:'■ 

the clearing, and it may be 

difficult to spot with all the dead bodies piled up, 


Warrior 


p Even more dangerous 
I Is the Warrior against 
I Wormtongue. The villain 
| can take a lot of damage, 


Mage Ano Archer 

fEATH UP BOtH KAtlCED ATTACKERS tO PTC1COFF OrCS On tHE WAY tO THE K.EY* Don'T CRfStfHE SUmiTTlt 
untiL AFtEICYOUICALLiES POUfiJuTO THE CLEARinG. YOU WAIlt TO SUPPORT THETA ADD COllCEnfR^fE YOUR, 

fEr£ on AiiY Orcs ADVAncinc on YOuRFOSfflon, Pfcicup The key wkeh The oust settles. 


so t r s unlikely that your ■ gl p r| 

special abilities, even BP I 

after a long combination 

of blows, will slay him 

quickly. Wormtongue, 

however, can kill you with a single blow. You will have to be on the 
move constantly to avoid his attacks and outmaneuver him. If you 
can land a lot of side and rear attacks, you can defeat him. 


oBaectfoe 6: take the ke^ to tReeeeaRjD 
ano take cont roL 
of a ooRmant ent o<x><x>ooc<>o<>c^^^ 

4 Archer 


oBdectfoe acQu\rze the ke^y 
c&St* Archer 


for your next objective to meet the most famous 
of the ents, Treebeard, you must climb another 
ramp and battle a few more Ores. Again, It's a short 
Journey that shouldn't prove too problematic if you 
stay patient and adhere to your strengths, As the 
Archer, advance up the ramp and target the nearest 
Ores as you climb. Use 

fire Arrow to brush back , i 

any that get too close ■ ivJ.IBb 

to you. 


To gain the key, simply ascend the ramp near Wormtongue's 

den and win it at the top of the newt plateau. You will meet 

Ore resistance on the ramp. Blast * 

away with Poison Arrow and fire 

Arrow to clear the way. Let your 

allies charge up ahead of you until 

they gain the rise. 


Play 
























































































www,primagame$*coin 


At the top of the ramp, 
you can see Treebeard 
a short distance ahead. 
You can either play It ( 
safe and pick off any 
Ores in the battlefield 
in front of you, or make 
a dash to deliver the 
key to Treebeard r s feet. 


TTIage add Archer. 

Spells Ann arrows will fly as you ascend The 
raitip, Orcs will Di e on yourclimb. LUheit you 

REACH T R£ E B E A RD ' S A RE A P YOU CAR S l 1 E FJ D A III l El U t E 

orTwo d is pa ft: nine tuE Orcs in The vicdnifY, 

AFtERfHAt, t HE FARjfl ERUU itU +HE KEY H ARDS It OVER 
to TRjfEBEARP. AEI D 1 KLII YOU BOlH SHOULD FlilERACT 
WitH fl EARpY EntS to GAin tHE awesome powerof 
THE FORE St. 


down hard if you wish to 

eradicate one. You also can grab the Orcs and throw them if they start to get annoying. 


When you near Treebeard, 
you complete the key 
objective, and then 
you interact with one 
of the nearby dormant 
Ents to take control of 
them and complete the 
nent objective. 


Archer and Warrior 


There really isn't a reason 
to take the Archer or 
Warrior here, They will 
both take a little more 
work to down the towers, 
whether ids by Fire Arrow 
with the Archer or fire 
5word with the Warrior at 
point-blank range, 


Mage, Warrior, and Scout 


As with the Archer, battle 
up the ramp by the key 
and then out onto the 
clearing above. Work your 
way to Treebeard to give 
him the key, then turn 
In your Staff, 5word, or 
Daggers for the power of 
mighty Ent tree branches. 


f ; March toward the nearest 
watch tower, and don't let 

the meandering Orcs become too much of a distraction, ft will 
take them a while to hack you down, and it's more Important that 
| & you reach the watch towers and pound them Into the ground, 
four or five heavy hits from the Ent will topple each tower. The 
lowly Ores guarding the pair of towers are no match for the brutal 


Ent A HD I’ll AGE 


U/eapohs 

■ FLAliino TkfE 1"RynK£ 

■ Stomp inc Rpots 

SpEciAL Ability 

* Rampaging Auger 


DESCRjpf ion 

tnE raiOMfY Trees of Fangorti Forest have 
come to The Aio of The Free Peoples against 
SARVmAn AND tsEHGARp'S DESTRUCTIVE 

practices. Con+RpL one of These giants and 
you Tower above The battlefield. You cap 

BASH SMALLERFOES OUT OF YOURU/AY UHtH 
MASSIVE FO RE A RTl TREE Li RIBS QRGRAB THEM FOR \ 

on e-shoT rjlls. Combine both uppERLimus for 

A POWERFUL SMASH THAT CAN TQPFLE UJATCHTOWERS 


If for whatever reason 
you don't want to step 
Into an Ent body, choose 
the Mage. Your fireballs 
will burn the towers down 
faster than another other 
class attack, and you 
Won't even need to get 
your hands dirty in melee 


Avoid the Ore attacks 
as you hurl fireball after 
flrebaII. 5hockwave slays 
or stuns any Ores that 
approach too dose. 


Let The Fn t do ft$ THinc. Ir The Ent geTs low oje 
health. The Mage cah heal both flayers, all The 

W II i LE A RC1 no Fl RT li A LLS I nTO tHE UP AtC Hlow ERS AS 

u?ell. U/heile The brute force op Kura Ents cah 
des+rpy The Towers quIckly, The Team of Ent Ann 
k fllAGL ADDS: A Hit OF Ft HESSE TO jIghT, 


Cooperative Play 
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oB^ectioe 9 ; kfLL sanurrian 

A a Gandalf __ 


wandering around the 

area. Lumber In with your Ent and swat aside any Ores foolish enough to stand in your way. 


One la‘ r vj I e \ ige rerr . ■■■t 10 ■ ■ MjVIO^On ; ' : 

May bnmmnn I I• :J/ .. ye,, 

"rive one o' boiLKrvn 0 Cup: el ns 

o i j rcinq l he k?we eve I o! U ■ c ^ 1 J?#! \ 

Tower, The Captain stands juiiL J/; \vl 

iris.de I he Tirol level door on 1 

the far side of the room. Cast ; Kl|jPp| r £ 

a fireball at him, then retreat [■fipgjjl J 

down the stairs to avoid the * .. ™ 

counterattack Charge up and, when the Captain comes Into view, 1 

blast It with a Lightning bolt If you knock It to the ground, run up 

to the Ore and hit it with You Shall hot Pass! One last Lightning blast or Cleansing Fire should finish the 
Captain for good. 


Control the capture area 
with your Ent. Stand in 
the middle to start the 
Tag timer and attack any 
enemies that approach 
so they won't disrupt your 
capture attempt. Your 
allies will help, and you'll 
soon surround the area. 


Ent ahd ITIage 


Warrior, Mage, and Archer 


If Gandalf perishes battling 
Saruman, you can stilt 
survive with your regular 
classes. The Warrior may 
be the best of the bunch. 
Charge Into the room 
and throw a shoulder 
into Saruman. Keep him 
reeling long enough to set 
up your sword combos 
and strike him down with 
your fiery attacks. If you're 
the Mage, you have to 
pretend you're Gandalf 
and hang in the fight 
longer to deal enough 
damage to win. The Archer 
has a real challenge; nail 
baruman with enough 
critical hits to kill him 
before his spells catch up 
with you. 


Mage, Archer, and Warrior 


Again, there Is no need for 
any of your normal classes 
here; the Ent can tear 
through defenses better. 
However, if you go with a 
regular character, rely on 
their strengths. The Mage 
should carpet the capture 
area with fire. The Archer 
picks off targets from long 
range. The Warrior wades 


how climb the stairs to Orthanc's topmost tier. Watch the 
cutscene carefully when you reach 5arumarYs chamber. The evil 
wizard sets up for a sneak attack on the doorway. You must react 
very quickly to get off a shot and not be caught by a massive 
assault from 5aroman. 5tep into the doorway, lob your fireball at 
Saruman's head, and then sidestep back to safety. 


+HE Ent DOESn T f IDEALLY heed ARY HELP to SECURE 
The area In FRont of The Towerof OrThahc, The 

HIaGE WILL |VSt ADD FiRE DA HI AGE ASTHE EflT R]PS 

apart a nr foes That gvarp The capture arja, A 
tfni ely Heal from The ITIage car etisure The fighT 
. Enos in Triumph. 


Comp] 


You can continue this 
a ttack-and-retreat 
maneuver, or you can 
quickly duck into the 
room and battle it out with 
Saruman spell for spelL 


into the thick of things with his 5word blazing. 


DEscRjPtion 

miDDLE-EARjH's GREATEST WiZARP. GaIIDALF, MATCHES 
\ VP WELL AGAinst ARY OF SaUROTI'S FOES. YOU SHALL 

Hot Pass! destroys freuiies nExTTo Him, whIle 
W LiGHtnfno Ano Clears I no Fi re bvrits Them At 
I RAncE, in close combat, Gardalf cuts Through 
■ FOES BEtfEtcfHAn YOU'D EXPECT WITH HJS TRUSTY 
■/ GLAmDRjnc in hard. All ti-Us powercqmes in a 
fj frame ThaT car hardle Lots of dam age, Ano ever 
/ iF The forges of evIl nmnAGE To hurt Him, Gardalf 

fs OnLY ORE HEALiRG U/iSDOTTl AWAY FROM REtURpiRG 
To FULL HEALTH, 


Gaiidalf AnD R 1 age 

WITH The HEALiRG FROM POtH Gardalf ard a 
HI AGE, SARJiRIAR DOESR’T HAVE A CHARGE, GARDALF 
FOLLOWS THE SAME CAME PLAR AS HIS SOLO FORAY, 

ard The m age si m ply hargs bacrard Heals 
wherevetUT's ready. As The m age, stay out of The 

FIGHT; SaRVMAR CAR fOASt YOU WITH A SiRGLE sTpjke 


Weapoiis 

* GladidrIrg 

* LiGHtRiRG 


bodge his fire arid counter B , H ' 

with quick Lightning 

strikes to keep him off :Jm 

balance. You 5hall hot ’ ^fBlOS 

fes! will damage him and ' , l " 

gl^e you a few seconds to w 
set up a follow-up attack, 

A few Cleansing Tires will turn the dark wizard into ash, and you'll 
have conquered the Isengard level. 


Special ABiufiES 

* Healirg UJiSDom 

- You Shall flot Pass! 

* Clears! no FIre 


Cooperative Play 


Cooperative Play 
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i: uall$ uoitte gimti at Batin's toraB 

Scout —■— - - - 


Warrior could power his way 

through, the Scout will have a much easier time slipping out of invisibility for quick Backs tab or a kick 
to the throat. If you choose not to surprise more than a few Ores, you can opt to slip across to Balin's 
Tomb without ever being seen. 


drop three or four enemies in one clean sweep, as can Fire Wall 
and Shockwave. The oniy downside of using Mage here? You can 
become trapped against a pillar or the mass of enemy bodies, 
and should the combos start flying against you, the Mage can fail 
before his Meal ability saves him. 


If the Scout gets 
surrounded, which is likely 
in this fight with so many 
alcoves and so many 
Ores seemingly swarming 
from every corner, he can 
rely on his crowdbreaker 
abilities to gain some 
breathing room. 


LEGEND 


Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Gandaif 


Warrior and Archer 


jThere's nothing wrong 

... ' ‘ ’ ■"' :;i ‘ - because the Scout's 

evasion and the Mage's area-effect spells can handle more 
enemies quickly, The Archer can steadily approach the Tomb 
with solid sharpshooting skills, but with no natural healing and 
little crowd-control, you don't have the same margin for error as 
the others. 


Save your energy for 
5 warm situations and 
trigger your Blasting 
Fowder to brush the 
enemy back, or even use 
Toe hewer with some 
quick movements to slice 
through nearby Ores. 


Gimii 


Ralrog 


As you battle across the 
chamber, Bal In's Tomb 
is off to your far right. 
Once it Is In sight, you 
can make a sprint for the 
open door rather than 
draw blades with each Ore 
you see. At full energy. It's 
even easier: Blip into the 
shadows and reappear at 
the next objective. 


ITTage aiid Scovf 

BOTH ITIAGE A no Scovt ARE EQV i PFED TO REACH 
Ba Lin'S toniB THEmsELVEs; Together, They help each 
oThergreaTly insiDE MorIa. The ITIage car clear. 
The path. Arm The Scout cah backsTab Any eheitty 
TRyfflG TO SHEAR. V P OH THE ITTAGE. IT'S AH EFFECTIVE 
PARTriERSHip To slIce Through The Orc REsistAncE 
A HP Rf ach Ginui Afl d crew relatively wn scathed. 


',^ r x dudifciWcWiwt' I Ax* -u ■pfe&pjw 1 


The Mage excels at crowd 
control and area-effect 
attacks. On this first 
objective, the Ore groups 
are large and the Mage 
has lots of opportunity 
to show his skills. Fully 
charged Lightning can 


TSSlt 




Cooperative Play 


INTRODUCTION • CHARACTERS & CLASSES RISE OF SAilRON • INSTANT ACTION • ACHIEVEMENTS & TROPHIES 
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War of the Ring 


Warrior, Scout, and Archer 


o BDectiue ii: Defers BaLfrTs toraB 


After you battle A rough the Ores 

to reach the inside of Baiin's 
Tomb. Qiml .ci"-- your side 
You never warn to pass up the 
chance to play with a true hero, 
so fake control before the enemy 
Knocks down the tomb doors. 

You must hoid Balin's Tomb for * 1 1 
one minute and 30 seconds. It 

won't be easy. The Ores swarm in the front door with a Troll intact 
and the cramped quarters make maneuvering difficult, halfway 
through the fight the side wall will burst open, and more Ores and 
another Troll add to the assault. 


Out of the three remaining 
classes, the Warrior can 
probably handle the 

cuts and bruises the best his Medium Attack will buy precious 
seconds, and the Warrior's energy blows can kill enemies 
effectively. The Scout may be able to pull this off r too r although 
Cloak won't do much good in here and less health than the 
Warrior puts the Scout more at risk. The Archer should find a 
corner or one of the balconies and fire away from the action. 


Gfmll can handle the challenge, though. A few Ores will pour forth ahead of the large Troll; take them out first. Standard light and 
medium attacks will stop them in their tracks and buiid up your energy meter to full. If you start feeling claustrophobic, use your 
Medium Attack to back the enemies away. 


Eventually, you wil have to ; ' 

deal with the Trol to avoid flpwwMl (i m m 

gettl ng ove r ru n (two, mBeSIIh 

actually, as a second Troll : 

wil show up soon after 

the first). You have two choices to slay the Troll, You can surprise 
It from behind, climb up Its back, and perform the randomly 
displayed Backstab combo to cut through the beast. It takes 
some maneuvering skill to get behind the Troll in close quarters, 
and some button quickness to hit the combo before the Troll rips 
you off its back, it certainly can be dangerous; one wrong step 
and the Troll can grab you and one-shot kill Gimli. On you can 
slowly deal damage to the creature. A fully energized Longbeard 
! ,> Found crushes a wounded Troll, and two will slay it for sure. 


D ESCftj PTYOU 

You JTEVERTUAnf to MESS U/ifH AD AnGRT DU/ARf. 
ESPECIALLY A U/ELL-ARJHED P EXFEfiJ COfTTBAtAnt Li RE 

GIdilI, SmorY In size. But stout in stRjEnctH, GimLi 
HIOVES QuiCKLY WlfH DWARVET Ryn AT D CH ALLEITGES 
A TTY EH EUlY’S THELEE DEFENSES WITH BaUiTs R£VEnG£. Hot 
to BE OUtDOnE BY His FELLOWSHIP PALS ArAGOBJI AnD 

Legolas, Gim lI CAn outright destroy ah EnEmv in 
comBAt witH The bruTal Lo n g b e ari> Povrm. He’s also 
BEET Known To si nGLE“H a n DEDLY Take out tROLLS. 


WEAPons 

* Battle Axe 

* Satchel Bouib 

SPECiAL ABILitiES 

* Dwaryeh Ryn 

* BaLIO's RgVEQGE 

* LonOBEARP Pout d 


GimLi AnD IWage 


WhaT GimLi HEEDS is To BE ASSURED OF LASTflTG 
a little LonoEFcin This Tough fight, atid That's 
exactly whaT The ]TIage ofteels. EvEn without The 
m age's awesome Finf UJall Ann Shockwave, sis 
Heal! no cati Conti hue To keep GimLi ano of her. 

ALLIES ARpUTD LGnGER_fO SURVIVE THE OllSLAUGHl 


Whenever you get in serious trouble, power up 
for a Dwarven Run to escape a crowd or dish j 
out damage with a Balin's Revenge sweeping 
energy attack. You can also forgo direct hand- I 
to-hand combat. Circle around the tomb and 
launch Batchel Bombs into the Ore crowds or at 
the Troll's feet. 


Should Gimfi fall In less 
than a minute and a half, 

your class characters will have to save the day. The Mage, believe 
It or not with ail this melee combat, works best. Fire Wall Is the 
best special ability in the room. It can wipe out four or five Ores 
w| th a single cast, and sometimes you need that killing power to 
reduce the number of Ores quickly and stop an overrun. Similarly, 
Shockwave can repel multiple targets, particularly if you launch 
one In the center of the chamber next to the tomb. Of course, 
^ eal can steal the show by keeping you alive in a tough fight 
and strengthening your allies' fighting to keep the numbers on 
Vour side. 




_ 


Cooperative Play 


GiniH's energy-charged Longbeard Bound cannot be interrupted by 
enemy attack and is the most damaging singled!it attack in tire game 
Also, he is the only Warrior with Satchel Bombs, 


it ii VAjaSk'’' 




1 ■ 3? ■ J 

liSHi 



INTRODUCTION * CHARACTERS & CLASS 





































































































www.primagames.com 


Archer and Warrior 


oBoectiue 5: Lock the trzoLL pms on 


Although the Mage has 
the offense and defense 
to deal with the objective 
challenges, the 5cout has 
the guile. You can either 
slice through the Ores 
on the upper staircase 
or go Into Cloak mode. 
Avoid the enemy arrows 
by using Cloak, and try 
to slip past the Trolls to 
pull the prison lever. The 
only problem with this 
plan: The Trolls take up 
so much space they can 
block the entire path and 
prevent you from slipping 
by. If you can't sneak 
by, you're going to have 
a tough time fighting 
through the Trolls. 


Winning the battle at Batin's Tomb 
Is Just the first step of many tough 
battles to escape the Mines of 
Morla. You should leave through 
the hole in the wall, courtesy of 
our second Troll friend, to proceed 
deeper into the bowels of the 
underground chambers. 


Because of his ranged 
superiority, the Archer has 
the nod over the Warrior If 

you choose to play either of these two classes. You'll have to be 
swift moving through the arrow zone—even you can't out-sling 
dozens of Ore Archers—and then accurately clip the oncoming 
Ores and Trolls with headshots for maximum damage. The Warrior 
will have to be even more patient, relying on a lot of help from 
allies In front of him. For both Archer and Warrior, if you spot an 
opening in the enemy defenses, rush for that prison lever. 


r wo more I rolls guard 

to retreat up the stairs • 

before you deal enough damage to kill the Troll, Be careful where* 
you step and watch out for the enemy arrow barrage. 

t| The second Troll and J 

some more Ores guard ^ 
the switch that controls i 
the Troll Prison gate. 


Mage afid Mage 

The IT! age Is so eqvIpped forth is challeitge That Tuio a ice PETtERtHAn onE. You get Tu/Ice The 
F iREPOiUEic fiu I ce The Shield, acid Tuuce The HEALino powerJf da m . age slips Through. Oiie m age c«n 
t fli aTT i. l The Trolls, whIle The oTh erg artfully Throws The PRjson switch ard coutpleTes The oBjtctlvt, 


D ea w i t h 11 1 e 0 1 cs o n i - c 
Me;js lead ng down :o Lhc 
Troll Prison, Let your allies 
press forward, while you 

stand atop and rain down Fire Walls and Lightning, On the first 
landing, a palisade blocks the way. Ignite it if combat continues, 
or wait till the Ores have perished and bash it in. 


From the Troll Prison, follow the stairs along the 
left wail and up to the bridge landing. It won't be a 
welcome place; there are Ores swarming around 
and at least one Troll ready to pound your skull. 

Allow your allies to play vanguard, while you support 

with fireworks v _^ 

and healing. 


Bo far, so good, but that's 
the easy part. Ore Archers 
have you in their sights all 
around the vast cavern. 
Without defense, you'll be 
ripped to shreds before 
you're halfway down to the 
prison landing, Instead, 
throw up your 5hle!d and 
walk slowly toward the 
lower landing. Try to keep 


Yoij cpj cc is k:> • 'jMH 

the switch. If you need B^RERa. 
more Incentive, the longer 1 

you wait, the better the ^ 

chance that another Troll will stride out of the prison. Don't wait 
Throw a Fire Wall at the Troll to distract it, run along the left edge 
and pull the lever as soon as you can. Even If you take a hit or 
two, It's worth completing the objective. 


as many of your allies in the bubble as possible. 


& ra p J 




Cooperative Play 


coritXan 


Watch your step in the mines, especially when back-peddling, 
t he paths are not wide, and a single misstep will drop you to 
your doom, Better to take several hits in combat than tumble off 
the hi ink. 


WAR of the ring 
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Once you have a foothold 
on the landing and you've 
eliminated the Troll with 
two or three Fire Wails, 
wind through the stone 
columns and look for the 
capture point on the near 
side of a stone bridge 


oBJectloe ntoII t y vox tte ganDaLp 


i venalle: I11c (.)-c • ' 1 '.1 j f, $ : mI*.^' $ 1 

■he-ewil OiObdOly i.Lil DC 

Ii■ ■ gt:i:■':4 ori L 1 1cT j " . 

side buck ....p you: cl lies , 

i lightning an d r i re HB .; j 

IAJ dll w hen i L's a va a b l c BK^^rTOB/^ JEOT'i ^^PMBBFjk 

Once you reach the stairs HT ^^^5? Kiasz^wLP; iBHMSKSfilM 

along the far cliff wall, you 

should be fine, Climb the stairs, enter the chamber above (where you started the level), and look for the 
corridor that leads back down Into the large chamber where you battled ail the Ores leading to Balln's 
Tomb, here you will find Gandalf and the final battte against the dreaded Balrog! 


Scour & Archer 


The Scout and Archer 
can do the same things 1 
that the Warrior and MagJ 
can do against the bridge 
Ores, only It may take a : 
while longer. The Scout 
should forgo backs tabbing 


arching across another 
wide chasm. A dozen 
or more Ores hold this 
position. 5tart thinning 
the horde with Fire Wall 
after Fire Wall Into the 
flag circle. 


Warrior, Scout, and Archer 


for short attacks, dodges, 
and crowd-breaking 
moves. The Archer can 
use Fire Arrow to blow 
enemies off the ledge, 
and Multi-Arrow always 
lands targets. 


There's really not much 
fighting to be had 
here, so any class can 
reach Gandalf without a 
problem. You'll probably 
end up using whichever 
class finished the 
bridge objective. 


Reinforcements will show 
up from across the bridge. 
Your Job Is to eliminate 
the Ores guarding the 
capture area and allow 
your allies to push forward 
onto the bridge. Follow 
behind them and throw 
damage across the bridge 
at the Incoming Ores, if 
they return Are, pop up 
a Shield, then cover the 
bridge with a Fire Wall to 
catch any foolish enough 
to cross. Wait for the 
capture meter to All up 
blue and the objective 
Is yours. 


Weapoos 

* G LA HI Did no 

* LicHTninc 

QOQMM>CXfOQQ^ 

Special ABiiJfiis 

* Healihg UJisDom 

* You Shall riot Pass! 

* CLEAnsinG FIre 


TTIage aiid HI age 


Mage aiid Mage 


DESCRiPfion 

miDDLE-EA&TH'S G REATEST WIZARD. GAnDALF, MATCHES VP 
well AGAtnsT any of Saurpet's Mintons. You Shall Hot 
Pass! destroys ehemIes iiexTTo Him, WHiLE LiGHTnino 
ahd CLEAnsinc Fire bukfis Them aT rahge. i n close 
come aT. Garpalf cuts Through foes beTTeicThaii 
you'd expect with his TrusTy Glauipriitg in hard. All 
This poweiccomes in a frame That cah hafidle Lots 

OF DAMAGE, Ail D EVEH IF THE FORCES OF EViL M An AGE TO 
hvrT Him, Gajidalf is oiily ore HealIag UJIsdom away 
fro hi REtuRpiriG To full health. 


Warrior 


Conti nuinc where you left off at The Troll 
P pjson, a paIivof m ages cat reep TheIr.allIes 
alive Even lohgeicfoflThe assault on The bridge, 
flluLtiPLE Fire Walls will dubji The Orcs off The 

BRjDGE [U HALF THE TittlE. DOUBLE ShOGKJUAVES M AY 

flidg Any RgmAininG Gjros clearoff The side Ann 
CL A 3 HI The OBlEC+iVE WITHOUT BREAKinG too MUCH 
OF A SWEAT. 


As with solo play. There really a re n't too m a n v 
OrcsTo deal with on The segohd half of The 
sridge. AssuratoG yourJUace ahd HI age paIr 
survived The bridge obJecTIve intact, They'll fust 
k cpntinuE on here. 


The Mage can seize the 

. " . bridge from afar; the 

Warrior plows right in. The Ores are in such concentration around 
the capture area that a Warrior can build up tremendous combos 
Just by a series of short attacks or sweeping his 5word around. 
Ignite your 5word and lay Into the enemy with heavier attacks for 




* jg***? 1 j® 


You can quickly kill enemies by knocking them orf the edges 
around the bridge, An attack like the Mage's Shockwave or the 
Warrior s Flame of Fury can throw an otherwise tough foe to their 
instant death. 


Cooperative Play 


GandalMs better than Saruman at dealing with groups of 
enemies: his Cleansing Fire is very wide, and his Lightning 
spreads to many foes, charged or not. However, his attacks 
deal less damage to each target. 


INTRODUCTION • CHARACTERS & CLASSES Aw.lllwdull RISE OF SAL'RON . INSTANT ACTION • ACHIEVEMENTS & TROPHIES 
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War of the Rinq 


Warrior & Archer 


oBoectfoe 6: kiLL the Baltzog 

Gandalf .. 


Continue this hit-and-run 
Lightning assault until 
me Balrog crumples, 

You'll probably need a bit 
of healing to stay alive, 
Whenever you get low, 
retreat even farther Jn 
the chamber to recover 
health and then continue 
the game plan. It's going 
to take time to bring the 
monster down. If you can 
stay patient and keep from 
getting too close to the 
Balrog, Gandalf will survive 
this encounter with one of 
his arch foes. 


Q a n d a I f s t 1 c r c to d cal 9 
with toe Balrog. bui 
first he has some Ore 
foot sold ers to gc: out 
o r ten way. You waist 

AH 

Balrog in a matter of " U 

moments, so the more 9 

Ores you can clear 

now, the less hassle you'll have when dodging the 
Balrog attacks later. Use Tire Wall frequently to burn 
Ore groups r and Shockwave whenever you sense 
one on top of you. 


The Warrior and Archer 
will have a very difficult 
time against the Balrog. 

Your best bet is to serve 

as Gandalfs bodyguard. Keep the Ores off of him so he can do 
his Job. If, and only If, Gandalf has no immediate threats can 
you look to add a little damage on your own. 


Gaiidalf AIID m age 


As you enter the chamber, the Balrog stirs. J 
Once It turns Its attention to you, forget about 
the Ores. Always try to keep it In sight; you*j 
don't want a 


flaming sword cleaving Gan da It's - 
skull In half, and you certainly don't want to be- 
cooked in a conflagration. 


ITS ALL ABOUT DOUBLE UGHtmTlG BLASTS. The mORX 

LiGHTninc you cun fourjiiTo The Balrog, The 

FASTEICHE'LL FALL, 1"HE R£GVLARJHaGE SHOULD HAIIG 
BACK. A LITTLE To AVOID DYTUG fFT A ST HOLE STROKE, 
BoTh flayers should far out ahd get on opposite 
sides of The Balrog, Wheh rT uses iTs fire powers, 

OnLY ODE SHOULD BE in D AUGER. ADD f HE OTHER 

cun count era+Iacr SfliT its Af+Eiiflon to lesseii 
damage, u/hIle doublEug upon YOUROwny aiid you 
win ehjoy The sun light soon, frjle froiti PI or! as 
t DARK Ettl BRACE, 


[ If you can't take the best Mage In Morla, opt for the second best. 
Ej The Mage follows the same attack sequence as Gandalf, except 
' • your Lightning blasts won't do as much damage. That means 
you'll have to exercise even more caution and patience to prevail, 


Against the Balrog, you always want to be on the move and charging your Lightning. If you stand still, the Balrog 
can turn you to ash In seconds. Weave between the stone columns, and use them as shields whenever It 
unleashes a fiery barrage, hit it from one side with Lightning, then run to the opposite side and spark another fully 
charged Lightning blast Into its face or torso. 


■ uvca-cc j * p* 


Save Gandalf's Lightning lor the Balrog, It deals the most damage to the 
foul creature. Your other abilities ran defend against the pesky Ores. 


• !itr ’,'-Si vfifesf'ryirafr-s*' ... — 


MMi 
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oBaecttoe 9.1 kill the orc assaoLt parity 


Gres begin pouring over the ruined wails In the nearby courtyard. 
As the Mage, your area-effect spells will come in handy to take out 
large groups swiftly. bhockwave 
wrecks any Ores attempting 

to tackle you,, while hire Wall ' 
burns severa Ores wilh each 
toss. Your Lightning will almost 

always have multiple targets at 1^0%? Jfcyi ,i V : 

the fight's outset, ay* 


beep to the perimeter 
in this battle. There are 
lots of bodies colliding 
as your allies repel the 
constant stream of Ore 
reinforcements coming 
over the far wall, Use heal 
to stay full and patch up 
any allies you see with 
the green ptus floating 
over their heads. When 
you see a good offensive 
opportunity, unleash 
Lightning or hire Wall and 
keep those feet moving. 


Tor the second round of 
the Ore assault follow the 
same game plan as the 
first. Use your area-effect 
attacks from a distance. 
You may have an Ore or 
two charge at you; keep 
a Shockwave or Lightning 
ready to deal with them. 


LEGEND 


0 Start 
0 Objective l 
0 Objective 2 


0 Objective 3 
0 Objective 4 
0 Objective 5 


0 Objective 6 
0 Objective 7 
c Pamirs ir 


Parrows, and anyone 

unprotected will be destroyed. Another great reason for playing 
Ihe Mage on this objective Is the Mage's Shield, You don't have to 
move to avoid this ambush. Throw up your Shield and listen for 
Ihe allies' voices to give you the all clear. 


oBoectioe i: Rail# to the east Bank 

4 ? Scout, Archer, Mage, and Warrior a 


space. Like the Mage, 

when the Ores' arrow ambush occurs, you can become invisible 
and avoid it completely. 
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Warrior 


Archer 


You'll have to be on 
your toes to Keep tabs 
on all the Ores. It's easy 
to fall prey to a series 
of Ore blows and go 
down quickly. Use your ' 
sweeping moves to 
drive Ores back, and 
your combos to build 
momentum. When the 
arrow ambush starts, 


Btay wide of the main Ore 
assault and pop arrows 
Into the throng. Fire 
Arrow and Multi-Arrow 
can slaughter multiple 
foes. Poison Arrow slows 
any groups that eye you. 
When the arrow ambush 
happens, stick close to 
the walls and out of sight. 


By Jumping on the horse, the Mage's 
weakness—Melee Attacks—are erased as the 
horse adds offense with a hoof stomp straight 
ahead or you can bash ouj: to either side. 
Dozens of Ores guard the bridge between the 
starting area and the Sanctuary, and you'll ride 
the horse through them. You can choose to 
hack away as you charge or spur the horse on 
to speed you to your final destination. At the 
end of the bridge, ride the horse down the 
ramp on your left. The Sanctuary capture area 
is at the bottom of the ramp. You must control 
that area, and you can start dealing damage 
with your horse. 


run 

for the walls or head back to the starting area to avoid the pel tint 


Mage ahd Warrior. 

You nEED The Mage foh.healI n g aeid The ShIeld purtjnc The Ones' hkkowi Amawss. 1 "he UTARRioR.PUpvfDES 
tl!E mVSCLES. WitH ftRffl-EFFECt DAffl AGE HUU CLOS E-COH1 BaT EXPERTISE, THIS PARjnERSHiP HAS Tt COVERED. So 

Lone as The UJarrIoks+ays close To The III age add keeps Him safe, you should do well. 


Borne Ore Archers 
may stay behind 
and avoid your 
fires. You can try 
to out-duel them, 
or sit back with 
your Bhield and 
hold the capture 
point that way. 


You may start taking 
wounds from the 
surrounding Ores. If the 
horse Isn't flattening 
enough Ores for you, 
dismount and retreat back 
up the ramp. Cast Fire 
Wall repeatedly into the 
capture area until most 
of the Ores are crispy. 
Lightning helps too. When 
you see resistance thin, 
enter the capture area and 
try to hold it. Bhield can 
protect you from: ranged 
missiles; Shockwave 
protects you from 
incoming melee attackers. 


Mace, Scout, Warrior, and Archer 

Whichever class you played for the last objective, you'll carry 
through here. It doesn't matter who you have, but you need 
to listen to your allies' voice cues. The courtyard you've been 
fighting In Is about to get pounded with catapult fire, and If you 
linger, you'll be flattened like the so on-to-be-rubble walls. 


Archer 


S ^ The Archer works In much 

area opens up, or if an 
enemy doses on you, move down to the right side of the flag 
(the western flank) and fire from back there. Eventually, enough 
allies will show up to help you control the area. 


Warrior and Scout 


Mage aiid Warrior. 

f HE [TIaGE ADD LU A ILR] O R_T E A ITT E D UP WELL in 

The previous gbfecTIve, add They fusT keep The 
riiouiEntvm coino mere. BoTh players should Ryn 
back to The stARTinc area as soon as The words of 

WURTHI 7 G SOUDD ABOUT THE inCOTTtfnG FIRE. GhE OR 
RO+H SHOULD HOP On A HORSE ADD GALLOP tOWARP 

The hexT or|E cTivE. 


Ore reinforcements will 
arrive from the east. 

From the capture area, 
concentrate your Fire 
Walls on the access 
between the ledge to your 
teft (by the river) and the 
<tel5 to your right. All the 
Enforcements have to 
^me through that gap. 


Both the Warrior and the 
Bcout will have a bit more 
of a struggle to overtake 
the control area. Try to 
rip through the Ores In 
the capture area as fast 
as your blade will allow. 


yr M \ I As soon as the Ore 

; j:*! ass-auk ends, you neec: 

'HESfc w to - un at full speed back 

■ Bfe- to the starting area. Don't 

■ J zW f O0 | around. If you delay 

for even a few seconds, 

ft might be too late. Return to the starting area and wait for 
the war horses to appear. Hop on one and you've completed 


the objective, 




fell scream out of the air and take runs at Lhe bridge. 
Watch for The beasts' shadows as they swoop down or you will be 
scooped |ip by their deadly talons. 


Cooperative Play 
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Warrior, Scout, and Mage 


You must wipe out the 
first Ore defenders 
before too many of the 
reinforcements show up 
from the eastern flank. 

If you can do that and 
Intercept reinforcements 
before they reach the 
capture area, you can wlr 
the area, 


Any of your classes can 
complete this objective 
easily; there are no 
enemies to hassle you. 

If you aren't relying on 
Faramir's skill choose 
the class that will perform 
best for you on the 
next objective. 


FARAfflilCAnD fflAGE 

As ujiTh solo play. you’re gearIng up forTh e 
nEXt objective* OnE playeruMll control FARAmfR. 
Am) The oT.her.The III age as yov tag up u/1Th the 
Rogers ahd prepare To escort Fro do through 
^ Or£; hordes. , 


ArCHERAIID mAGE 

PEPPERfHE CAPTURE A REA UJltH RAITGED FTRE FRf3M 

both The III age and The Archer If you heed 
defehse, The m age CAn Throw up his Shield. Ohce 
The capture area clears out a bIT, onn player 
moves in FORContROL Ano The gTherwaTches for 
The re in forcemeats. Ones. boTh players ejiTerThe 
^capture AREA. IT's all overforThe Orcs* a 


6x escoat fRoDo to marzket sQaaRe 

Far amir hmmi. — 


Rally to 

Far a Mir 


Yc 1 lj r qual for th is objective 
s lu qu cle Fro do out of 
the war-torn streets of 
Osgi'iath, where he can 
escape to pursue his 
greate- quest. Fs a long 
journey. First, you'll head : 
east across the brldge, 
then southeast down the 

side streets toward the Market Square in the map's very 
will home in on Frodo If left unchecked. You must stay w 
and keep the Ores from landing the killing blow against t 


You" fifth oojeol ve is anotrer 

shor: run. only this time you H0|U 

get a hero to do I he honor 

After l. i-e Ores i 

ho rictus ry, you -aye the option 

nf se acting Faramir, and you 

definitely should for the coming JfjgPUl 

tasks. Return up the ramp 

and turn left. The barricade 

that, previously blocked passage down the rest of the bridge 
has been removed, so you can race down this last stretch and 
complete the objective when you rendezvous with the rest of 
the Rangers and Frodo. 


When Frodo breaks off the 
bridge, you need to follow 
immediately. The hobbit is 
very fast; accelerate into 
a full run if you need to 
make up ground, and then 
turn that acceleration into 
a combat maneuver by 
slamming your shoulder 
Into an approaching Ore 
with your heavy Attach. 
Frodo will navigate the 
side streets to reach the 
Market Square, and you 
should position yourself 
just behind him as he 
races unopposed and just 
In front of him when you 
see onrushlng Ores. 


DESCRJPTTOn 

As The leaderof The last baiid of defehdepj in OsgiliaTh, 

hi IT BECOMES FARALfliRts jOB TO SAFEGUARD THE HOBBIT FRODO 
A ATTD .REPEL THE Or£ jriVADERS. FoRtUfTAf ELY, HE"S WELL 
l\ PREPARED FORtHIS ROLE AS A BEEFIERU/ARRlOR UJlELD 
1 YOURFIRE-CHAR£)ED SWORD AS OfTEO AS YOVREHERpY wi LL 

allow* The more damage you oisH out To Gros, The 

If MORE THEiRATTEn+iOn TURJ1S TO YOU AFED KEEPS pRpDO 

f ' safe. GonooRiAn Courage Ano Steward of Goedor 

f COME ill PARTICULARLY HATIDYTQ SPLi Hf ERCRpWDS ARD 
SLAY fRpUBLESOTHE FOES* _ 


WEAPons 

* SlUORp 

* THRpwinG Axe 

Special AaiLifrES 

* R&nGERls FIre 

* GonooRiAn 

* QVRAGE 

* Steward of Goeidqr 


Flush out with Frodo along 
ffife bridge and power 
Kght Into the first Ore 

group ahead. Cause as much damage as you can with Medium 
'Attacks or Heavy Attacks against foes separated from the main 
group. You want to run Interference for Frodo; the hobbit will 
pick his own path through the streets toward Market 5quare, and 
If you keep the Ores from ganging up on him, you won't have 
any problems. 


mm 


Cooperative Play 


f. R> The 


Every one of faramir's energy-charged attacks 
can E>e mashed for many more hits—with fire! 


caution 

Don't get too caught up in your hloodlust against the Ores that 
you lose track of Trotlo, You need to repel Ores from Lire Hobbit's 
patflk you can't linger on enemies too long or Frodo may get 
lrapped t>y another group. 
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Call upon your energy 
attacks to sweep the Ores 
away when they crowd 
In. Even if you have to 
take a few blows yourself, 


You can be a little tricky 
with the 5cout Cloak 
and follow Prodo Invisibly 
through any Ore-defended 
areas, ft's possible to 
avoid combat ail the way 
to the Market Square if 
you use your Cloak ability 
wisely. If you must fight 
knock the Ores back 
with Satchel Bombs, Foe 
hewer, and Blasting Powder. 


Faramir 


For your last objective, Prodo 
needs protection against two 
huge Trolls barreling Into the 
Market Square, With Faramir, 
you don't have formidable 
ranged attacks, so it's time 
to get up dose and persona! 
with the big uglles, 


Its better than Prodo 
sustaining any. Prodo can 
fight back, but he's not 
built like you are to deal Pfe 
with large groups of Ores. 

He's too busy running for his fffef 


Warrior 


v ; Identify where Prodo is (at 

^|L . all times!) and move In on 

InUl] (jfjn ' the nearest Troll. You can't 

IH #''W KM KM rea % effectively 

from the front, so circle 
MM? d ro u nd to the Troll's re a r 

and e ^ e cute a Backs tab 
attempt tilt the buttons 
■ qV that flash on the screen 
and slice Into the Troll. 

It may take two or three 

attempts to drop the beast, but It's worth the effort if you can 
stop the first Trail before the second reaches Prodo. Repeat your 
performance on the second Troll and victory Is yoursl 


The Warrior will be a WiM 

little bit of a challenge; 

you'll have to be careful [||g| 

the Trolls don't grab you 

or swat you aside. You \ 

can Backstab Just like 

Faramir or the Bcout, 

you just don't have as 

good of a defense. Once ||-0 

both Trolls are down, 

you've accomplished the 

objective and conquered Osgillath 


On the final street, Prodo 
will turn right and head 
down into the Market 
Square. You'll know you'vi 
arrived when you see the 
ruined circular fountain In 
the middle of the open 
courtyard. Ores will no 
doubt be on your heefs, 
but once you complete 
the objective, your focus 
will turn to the Trolls 
coming behind them. 


a bout —h o we ;■ v ci, hs area- 
effect attacks can remove 
Ore threats quickly and 

h e Ip Prodo th rough -..*7 _^ ttjb . ;■ 

otherwise deadly sections, C: 1 

You do have an ace in -- . • NSaj 

the hole, though: heal. It 

5houfd keep you and Frodo allue until you reach Market Square. 


FARikmiKAiiD UTage 


The 5cout is made for 
backstabblng, even the 
king-sized variety I Cloak 
and circle behind the 
first Troll, then cut him 
down with your Backstab 
maneuvers. Repeat on 
the second Troll and save 
prodo for good. 


■ 


FARjtmiR^AnD Mage 

LeT Far^itiIrdo HistHinc. agaIhsT The f rplls, ujmEle 
The III age stays in The re araii ej heaves Fire Walls 
on a Troll That doesii’T drpp imm ediaTely, tHE 

m AGE mAY BE REQUIRED To GET CLOSE tO FARABI! RFOR 

a Heal, If The WiMuUoREnDS vp GEtftnc swaTTed by 

A f ROLL, foeElHER YOV SHOVED EASILY KEEP FRODO 
SAFE SO HE CAfl mOVE Oft FRO HI OSGlLiATH. 


Warrior 


The Warrior functions 
Just ffke Faramir, only a 
little less powerful. Play 
bodyguard to Frodo and 
brush back those Ores, 

As with Pa ram fr, break Into 

a run if you fall behind 

and shoulder check the 

nearest Ore to Prodo 

when they engage, beep 

sweeping through the 

Ores until Market Square Is In sight. 


With the Mage, you 
shouldn't go anywhere 
near the Trolls, 5tand back 
and aim your PI re Wails 
directly at a Troll head or 
torso. Continue burning 
the brutes until they fall. 


Farahtipleads The charge here, wITm Thl HIage 
Throw Inc FIre Wall add LicHTInc at fa r. e n e ttiy 
GRP VPS AHD HEALinC U/HEn EVERriECESSARy, f M E 
IT!AGE SHOULD ALWAYS KEEP HIS EYES OU FRODO. 

FaR jAirriR m ay t At TinTES, get wrapped up in coribaT 
umTh Orcs, so it s The JTIage's R£SPonsiBiuTY to 
deal u/iTH Any secohdary Orcs That go after 
Frodo, The Trio of Frodo, FarbitiIr ahd The ITIage 

SHOULD BE in MARKET SQUARE BEFORE YOU KriOW it. 


IVC^L 
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oBoectiue i: nefena the main gate 


Minas Tirith is under siege, 
and the Main Gate is about 
to bust wide open. You and 
your allies must hold the gate 
for two minutes until your 
reinforcements arrive and the 
Ore horde gets repelled. 


Before the door breaks, 
position yourself at the 
front of the capture area 
circle. Arc your Tire Wall 
projectile to burst just 
outside the door and catch 
as many Ores as possible 
as they stream in. 


the gate, then engage 

smaller groups In melee to whittle their numbers. When the Trolls 
arrive, Cloak and slip around behind the most vulnerable one for 
a massive blow.. Continue dodging Troll attacks and landing blows 
from behind to stop the Troll charge and outlast the timer. 


The more Fire Walls you 
can toss by the doors, the 
' more Ores that will pass 
t\ through your flames, and 
the better off you'll be 
as the dock runs down. 

If Ores get dose to you, 
j detonate a Shockwave to 
I knock them back. 


Archer 

farther back because the 

poison slows them down and they still may invade your capture 
area unless you follow up with more attacks, 5ave Multi-Arrow for 
when you see three enemies bust through to the capture circle, 
especially If they're heading straight toward you. 


LEGEND 


0 Start 
0 Objective 1 
© Objective 2 


0 Objective 3 
0 Objective 4 
0 Objective 5 


0 Objective 6 
Cj. Gandalf 


At about the one-minute 
jpark, Trolls will show up. 

Switch your tactics a bit and start landing the Fire Walls on top of 
the Trolls. Back that up with Lightning, beep out of the reach of 
the Trolls' iong arms, and continue the damage. When the Trolls 
fail, you should only have a few seconds left to complete the 
first objective. 


'''iLUKtrtWvn, 
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Warrior 


The Beaut has an easy 
time reaching the siege 
towers by using Cloak. 
Once there, you can use 
Satchel Bombs to take 
out the towers. You will 
have to fight many Ores 
to recharge your energy 
to power up the Satchel 
Bombs. On the second 
siege tower, you can also 
man the balljsta for added 


You're going to have to 
get rough with the Warrior. 

Jump to the front of the 

capture area next to the 

gap In the Main Cate and 

start swinging. You need 

to engage Ores early while 

they're still in groups to 

drive them back or slay |||pP 

them outright; If you waft, ■ “**** 

they will disperse and 

threaten to overrun the capture area. 


IIIage aiid Warrior. 

The raitge arc itielee partnership works well 

HERE HGAin. f HE HI AGE LOBS HlS FlRE U/ALLS 
atid LiGHTninc aT The intRy ders. The U/arrIoic 

CHALLEHGES ORCS A? tHE GATES, ADD ALWAYS KEEPS AF[ 
EYE OVT FO ICE TIE HI i CS ARPUGD I HE IT! AGE in CASE HE 
HEEDS TO PLAY BODYGUARD, TOGETHER, +HE GRCS GEf 

hit harp In melee ahd a+ rbiige, ahd won’t sTAno 
fc. m cHflnee or ovERiy./nniric in The Time Limrh a 


damage. 


Warrior 


The Warrior should battle 
side oy side with 'is a lies 
dl the way to the ‘ooi 
of the first siege tower. 

Once there, light your 

Bword on fire and burn ~ h2HGH 

the first tower with a few 

hits. Battle across to the m m. 

second tower (or use the 

side alley) and repeat. On 

the second siege tower, 

you a 1 so can man the ballista for added damage 


Bhoulcj you hold ce m -ig p fff/1 

Gate, your next objective : 

w II be l.o burn: down the 

Ore siege towers that ■ : ~ 

threaten the next level 

of the city. While facing ^ 

the Main Gate, make a ($) 

right and run up the long 
cobblestone road, through 

the arch and look for a set of stairs on your right. As you race 
toward the second objective, the Ores bombard the city with 
fiery catapult boulders; stay alert and duck and cover If you can 


When you're ready for the second tower, turn right and look at 
the for end of the courtyard for the tower. There will be a lot of 
enemies between you and the target. Bather than fight through 
each and every one of them, especially as the sometimes-fragile 
Mage, run along the wail and take your first right There's a small 
side alleyway that ducks behind a short set of stairs. You can run 
along this unopposed and loop back up the far stairs to come out 
directly In front of the second siege tower. 


Mage aeld Warrior. 

UUmy break.VP AH EFFECTIVE COtTBO? HI age ahd 
U/ARR ioFcconTinuE mere. The [Page slihgs Fire 
Walls aT The Towers; The U/ARRi oracle a r§ a path 
ir yov see An opEninc, The Warrior cad dash vp 

AHD LIGHT OliE OF fHE tOUIERS Oil FERE WITH His 
LITERCY-CHARpED Su/GRIX 


Follow the winding stairs 
up to the next level above. 
Let your allies deal with 
the Ores on the stairs. As 
soon as they have an Ore 
group engaged, run by 
them and wait for support 
at the next bottleneck. 

You can fight these Ores 
if you prefer; however, 
your main priority Is taking 
out the siege towers. 
Continue down the narrow 
passage until you make 
a sharp left and It exits 
out onto a large courtyard 
overlooking the battlefield. 
Throw a Fire Wall at the 
siege tower In front of you, 
and drop a B hock wave 
to clear the way for your 
dondorian support. 


Throw your Fire Wall Into the tower, then return to the safety 
of the alley. If Ores harass you, level them with Bhockwave or 
Lightning. Pop bach up twice more when your Fire Walls are 
active, and you've completed the second objective. 


The Archer attacks exactly 
the same way as the 
Mage, with the exception 
of using Fire Arrow instead 
of Fire Wall. You won't be 
able to save as many of 
your allies as the Mage; 
however, you can help out 
with Multi-Arrow or a good 
Kick when you see troops 
in danger. 


Flelp your allies with Lightning, fieai, and your Shield spell when 
necessary. You can either move out onto the courtyard If there's 
room, or retreat down the passage for safety. When the fire Wall 
recharges, launch it again at the siege tower. It should take three 
hits to burn the first tower down. 


Cooperative Play 


You also can man the courtyard ballista and take shots at the siege 
towers or enemy Ores. 


INTRODUCTION • CHARACTERS & CL. 
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War of the Ring 




After retreating, Ef you 
manage to down the Ores 
Inside the capture area. 
Immediately press up to 
the front of the circle by 
the arch and lay down 
more flames in choke point 
area. You'll have a much 
easier time fighting under 
the arch than out In {he 
capture area. 


3 : RciLL^y to snn Ring 

Mage - 


Satchel Bomb can repel 
enemies back down the 
road and away from the 
capture circle. You won't 
do much Goaklng or 
Backstabblng here., unless 
you thin the horde to 
single targets, so rely on 
your special abilities to 
break up the crowds and 
hold the area. 


the second tower. Run 

straight up the long roadway until you disappear under a large arch and spot the 
2nd Ring capture point in front of you. 


Warrior 




v . The Warrior alone can 

I stand under the arch 
and bottle up the whole 

L-.vci. r. 

area. Work through, your 
combos, and finish off 

*1$;' f • ■ $ enemy groups with a 

Whirlwind 5weep or Flame 
of Fury Fire 5trike can 
w q, bust up a group trying 

1 to swarrn you, As wIth 
the Mage, if you sense 
trouble, you can retreat to the capture area circle and fight on 
until the time limit empires. 


Archer 


The Archer's special 
arrows are great, primarily 
hire Arrow for repelling 
Invaders, but you may 
have to wait on the 
recharge and Ores may 
slip through to the capture 
area early. If so, retreat 
and continue picking them • 

& ,y 

off while your allies hold 
the chokepoint under the arch 


Warrior, Scout, and Archer 


Ail classes approach 
this objective the same 
way. Turn around at the 
destroyed second siege 
tower and race up the 
roadway behind you to the 
2nd Ring capture point. 


ITIage AnD Wariuor^ 

Follow The instRyctions for.solo play. Leave The 

SIEGE TOUJEB^AREA AITD PREPARE TO DEFEUD THE 2flD 

^ Rjnc capture point. 




ITIAGE AnD WARRIOR^ 

SeaD tHE U.fHRRJOR.in to BOttLE UP THE AREHUlAY in FRpnt OF THE CAPTURE. 1"HE III AGE WIELDS 
LiGHtninG Ann Tosses Fire UJalls in froaT of Th e UMkreqrTo Tnin The herd. Wheti either player, 
loses health. The ITIage casts Heal, If you heed to rpTreaT, fall back.up The rpad on The far^eiid 
^ of The capture area ard set up a riEui area of aTTacrThere u nTi l The Tiihe Limit erds. 


You have a perfect chokepoint i ^ 

at j :e top o' the long roar under 

the arch. You can land your Fire |PnJ|W\ 

Walls there and all enemy Ores ' 

reach you and the capture area, 

Grunts will drop Immediately in | 

the fires; Officers will probably 

continue through wounded. If (5) r 

you see a large group striding through the flames Jump In front v 

of them and cast Shockwave to finish them off or hurl them 
backward. Lightning can take out smaller crowds or polish off any stragglers. 


5R T > fling 


From the Znd Ring capture area, run up the long 
road until you spot more allies ahead. The last 
ring of defense lies at the top the road, and you 
complete your objective by arriving here. 


Eventually, the Ore throng may breah through your 
chokepoint. Retreat to the far side of the capture circle, : 
or even out of It, and assault with your ranged spells. You 
must hold out for two minutes to complete the objective. : 


Cooperative Play 


Cooperative Play 
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Warrior, Scout, and Archer 


Warrior 


Weapohs 

* GLADIDRfnG 

* LlGHtnlnc 


Tie your shoes 
and go for a run. ft 
doesn't matter which 
class you choose, 
you just have to race 
up the long road to 
the 3rd Ring capture 
area to complete the 
objective. 


Meet the enemy's charge _ w 

head on. Cut into them r^T '* 

with your special attacks 6 

and save your energy for M $ /jfc. : T\ -- 

brcathor. re Ire-:! ■eve *<j: 

the gate, don't hold back. 

You must cut them down 

and keep the numbers down so the time can expire 


OO"9<K><>0O<><>C<W?O<>CMX>OOOC<Xm>& 

Special AbiliTIes 

• Hu a Line Wisoonr 

• Yov Shall Hot Pass! 

• Cleahsi t£G FlRf 


av fi 

DESCRtpfton l 

MIDDLE-EARTh'S 
GREATEST WIZARD, GAnDALF, 

matches uf well agaShsT Anv of Saurcjo's minions* 
Yov Shall Hot Pass! destroys eftehiies tiexT To Him, 
while LiGHtnino atid CLEAnsinc FIre eurjis Them a? 
raiige. in close cohibaT, Gahdalf cuts Through foes 

BETTERTHAn YOU’D EXPECT WITH HIS fRUSfY GlAIUDRIhG 
in HAnD, All ThIs powER_comES in a fra hie That car 

HAH OLE LOTS OF DA HI AGE, ATI D EVEH IF tHE FORCES OF EVIL 
HIAn AGE To HURT Him, GaHDALF is OnLY OflE HEALinG 
WiSDorn away FRpm reTurjl in g To full healTm. 


lt r 5 possible that you'll be backed up all the way to the capture 
flag at the 3rd Ring gate. That's the overrun point and you can't 
retreat any farther, here you must stand your ground. Pick off the 
dosest enemies with Lightning and Cleansing hire. 3ave your You 
5hall hot Passl for any enemies you. need to eject Immediately. 
With Qandalf's firepower and your combat expertise, Minas Tirith 
will hold! 


m age aiid Warrior. 

As u;1Th solo flay, The Two or you should Run 
up The lohc; rpad To The 3kp FQno* it's TimE To 
retire: tHis FAiRinc ahtj invitE Gahdalf info Thl 
& PARTnERJHiP FORTHE FinAL OBiECf iVE, 


Gaodalf aiid Warrior. 


ifQandalf should fall, the 
Page is a great backup. 

Follow the same attack 
patterns as G and a If. Of 
course, the Mage is more 
vulnerable than Gandalf 
and shouldn't enter hand- 
to-hand com bat j be very . , 
pare of enemies and 
retreat often If you need 
to create some defensive space 


oBJectioe 6: 

puot&ct the gates 04: the 3Rt) rung 

% Gandalf 


T'np Ore attach will be '' 

stronger'than everas you ^ ^ ^\ 

strong ranged, area-effect 

speifs. Healing Wisdom for more health, and You Shall Mot Pass! when enemies press In. Unlike the Nag 
Gandalf can rip through foes In melee with Glamdrfng, so don't waste too much time dodging foes. You 
can attach with Gfamdrlng, slay enemies, and power up your energy all in one fell swoop. 


If you Thought The TTI age a no WarrIorsTood out 
on This level. waIT TIll you see Gahdalf aod The 
U/ARRjoRjn AcTion. GAnDALF offers ever BETTER 
support forThe Warbjor ard iF The UJarror 

REE PS 0 RCS AHD TrPLLS OFF GaUDALF. Th E WIZARD 

CAn freTTy mvcH hold The whole capture art a on 
^ His own. . 


Archer 


The Archer excels here 
because of the long 
straightaway that the Ores 
must traverse to reach 
the capture area. 5tand 
back and Set them have It 
with fire Arrows, Poison 
%ows, and Multi-Arrows if 
you zero In on more than 
' one prime target. Don't 
I forget to slide up the 
stairs along the wall if you j 
can snipe at enemies Just \ 
much risk of bodily harm. 


Three minutes Is a long time to hold the capture area, 
particularly when you have dozens and dozens of Ores 
swarming toward you with Trolls dose behind them. 
Luckily, you have a long straightaway on which to battle. 
Run down it as far as you can and launch a Cleansing fire 
at the Ore Frontrunners, Continue your standard attacks, 
and when the Ore bodies start threatening to outflank 
you, take a few steps and continue on. 


Cooperative Play 
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Cloak and run straight 
ahead toward the nearest 
siege tower. A large Troll 
pushes it slowly toward 
your starting zone, 


After ruining the first siege 0 . -■ ] £ Afjgipi ' Q, 

tower, use your 5cout 
abilities and tackle the 

second tower. Kill any Ores guarding the base, rattle the Troll so 
he releases, then sabotage the tower just like you did the first. 
Your first objective Is over, but you have a long way to go still. 


You must firsi cistrac: the 

Troll so that ;L releases 

the to we rand alio ws y o u jH 

to work some sabotage ;Kk IB ® 

on the tower. bneak up 

behind the Troll while you're Cloaked, grab the foul creator* 
follow the Backstab combo buttons to lop Its health In half. 


Warrior 


pursue loop back around 

to sabotage the tower base. Repeat for the second tower to 
complete the first objective. 


LEGEND 


That will enrage the beast 
and send him after you. 
blmpiy Cloak again, circle 
around, and start a fire to 
burn the siege tower to 
the ground. 


Archer 


Objective 3 
Objective 4 
Objective 5 


Eowyn 

Legates 

Witch-king 


The Archer has to stay . ' yffly 

back to avoid damage, lyi tt ii 

bu t h t s ra n ge d a f fa c ks c a n ’ UH 

deal with all enemies and 

the s : ege tower itself If 

need be. Your lire Arrow- 

can harm the tower Troll j 

and set the tower alight. .TTVm 

Sabotage destroys the 

tower much more quickly, so go for that If you see an opening. 


Objective i 
Objective 2 


grind forward. Ores 

swarm left and right, Easterlings challenge your advance, and Warg riders threaten to run you over with 
one misstep. With arrow Are whistling by constantly, It's a very deadly battlefield. That's why you're going 
to avoid it all with a little stealth. 


The Mage follows the 
same course as the 
Archer: stay back, use 
your ranged abilities, and 
dart in for a sabotage 
attempt when the time Is 
right. You have the least 
health out there, and it's 
difficult to avoid enemy 
hits. Be very careful If you 
want to stay alive. 


^ i If you choose a less subtle 

method, you can use the 

Mlsta and catapult back near your starting area. With enough 
damage, you can destroy a siege tower or approaching Oiiphaunt; 
however, it takes longer than using sabotage. One miscalculation 
and the enemy will be too dose to avoid a loss. 


defensive catapult and ballista also can be used against tlie 
: towers and Oliphauiits, as well as the ground enemies. 


INTRODUCTION • CHARACTERS & CLASSES JnlilJALVJ RISE OF SACRON • INSTANT ACTION • ACHIEVEMENTS Sc TROPHIES. 
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I he 5co u t can a pp roa ch v n,, 

the Oiiphaunts while 

he's Cloaked. Without 

any other hassles, you 

can concentrate on 

making the jump onto 

the Oilphaunt's leg and 

then hitting the button 

sequence to finish it off. 

It's a little bigger than a 
Troll, but you should be 
used to slaying large creatures by now. 


ScOVt AHD TTTaGE 

t ME Scout WILL I’ERfORJtl ULL 1'H t tUftin ACtiOH. WHILE tHE ETIflGE DiStFLAC + S tHE EnEIIliES CUARpinC 
tllE SIEGE tjO WE R£ WltH A LlGHtninG BOLT ORFiRf TAJ ALL, tHE CLOAKED SCOVt SLITS in SABOTAGES, If 

^ The ScouT gets iifouncED. he should Cloak, a n d retire hT To The ITIage so I hf.v both can Heal, 


Once on, cilmb up the 
leg until you reach the 
torso. Wait for your first 
combo button and press it 
to leap to the Oilphaunt's 
neck. On the neck, press 
the two-button combo 
and leap to the top of 
the head. 


Legolas 


Warrior 


A few seconds jjtk M 

after * ou destr °v £' rcjlim 

the siege towers, 

I ego I as answers 
the call to battle. 

Armed with the 
Archer abilities, 
and then some, 

Legolas rules the average foe. Except he's 
going to be dealing with the largest foes in the 
game—the Gliphauntsl You can steadily try to 
shoot the behemoths down, but It'll be risky and 
time consuming, 


The Warrior has no choice 
but to fight his way 
through to the Ollphaunt 
and then attempt a 
sabotage maneuver, With 
your added health, you 
shouldn't get stopped 
along the way. Just watch 
out for the Oilphaunt's 
back legs. 


Archer 


As with Legolas, you 

can stay back and try 

and shoot down the 

Oiiphaunts. Unfortunately, 

you can't fire as quickly 

as I ego I as, unc you don': 

have the same amount 

of health to stand your KdMWnH 

ground, so It's better to go 

with a sabotage attempt like the other classes. 


The more efficient, and ■ 
speedier, approach 
to taking down the 
Oiiphaunts Is through g 
sabotage, First, you have 
to get dose enough to 
jump on one of Its front 
legs. 5!ide around to Its 


At the top of the head, KgRPg 3BR UQ1 

combo to slay the 

Ollphaunt. If you get the sequence correct, the beast roars and 
then tumbles to the ground dead. You can step off and go for the 
next one. 


Weapohs 

* Lone Bow of Galadrtel 

SpecIal Abilities 

■ ffluLTi- Arrow 

* Poison Arrow 

* Fire Arrow 


side, so the Ollphaunt 
can't reach you with Its 
tusks. Move In quickly, but 
be sure that you approach 
its front leg without being 
trampled by Its back legs. 
If you make that mistake, 
the Ollphaunt will flatten 
you in one step. 


DEscRiPfion 

Super-deadly Legolas 
has The SAmE quIverfull 
or TrIcks ThaT The Archerhas Ann Theee some, His 

DRAW AflD Rf LEASE IS MUCH QUiCRERTHAJl THE AVERAGE 

Archer ALLOwinc Him to rapid-fire on ore Target or 
SEVERAL. WitH ADDED HEALTH, HIS MELEE cotttbaT skills 
car put Orc WarrIors To shame, add AnyonE That 
cah Take Down giafiT OliphaufiTs sinGLE-HAnDEDLY 

DESERVES HIGH PRAISE f n DEED. 


Legolas ahd ITIage 

Legolas follows The same procedure as solo play, 
ahd The ITIage TrJes To keep up add protect him 
wITh Sh i eld add Heal, WhIle Legolas goes forThe 
sabotage kill, The ITIace should stay clearorzerq 
^in on a siege Tower ^ 


^Pply the same principles to the second Ollphaunt When that 
:f> east falls, you complete the second objective. 




Deed another use for Tire Arrow? Archers 
and Legolas can light an Oiiphaunts 
wooden carriage on fire with their trusty 
special arrow. 


Cooperative Play 


Legolas also has a hidden special ability. Hold down his 
Kick button for Uvo seconds, then—while Still holding it 
down—press Jump, 
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War of the Ring 


oBDec tine 4: RaLL<y to theooerj 


OBDectiae 3 : 

T>estrzoy siege touoerz ano klLL oLipbacint 

C&Sfyt, LeGOLAS *"—* III Mm 


Eowytv 


When Theoden sounds the call & |p|^ jffi )f 

to rally to his side, you have the SB 

p : 'i v. 1 c ac o f p laying th e 5 co u t 

hero, Eowyn. With all thereout 

abilities, plus an incredible 

acrobatic flip, Eowyn can out- Wy^NHH 

duel almost anyone In combat, ft- *«s 

Alas, battling the Wltch-klng mm 

may prove too much of a 

challenge even for fiowyn. Run the short distance to Theoden 
to set up the battle against the Lord of the Rfngwralths. 


The third objective Is 

more of the same: hill 3jj| . 

an additional Oliphaunt fe. 

and destroy one more 
scc.c tower Follow roe 
same steps you d d for 

the second objective, but BMj'Q. 

make sure that you take 
out the Oliphaunt first, 

Qliphaunts advance much more quickly than the siege tower. 
If you go for the siege tower first and run into any obstacles, 
the Oliphaunt might reach home base before you can stop It. 


D Escalation 

in The wide optn aed deadly PELEnnoR.Fi elds, yqv wiLL 
wAnt The best Scout available, Eowyft. She cah Cloak.To 
hide fro in swARjn Inc En Em fES, Tap info UJuiRLino Derjush 
oicBLAstinc PowderTo pulver|ze foes. An d Throw Satchel 
Bombs fora powerful rahged blast. Hero! male rolls Arm 

SHARP STEEL CAn DAZZLE ALinOST Afl YOD E. 


Cloak and go after the 
Oliphaunt with a sabotage 
attack- You'll have plenty 
of time after, even if 
you have to attempt it 
twice, to eliminate the 
siege tower. 


Weapons 

* Daggers 

* Satchel Bombs 


Legolas aiid Mage 

UJhIle The BIage Tr|es to safeguard Legolas 
wifH Shields aed Heals. Legolas slays ohe more 
OlIphaueT aed destroys ode mo re siege Tower 
U/hTle Legolas goes forthe sabotage kill on The 
OiiPHAunT, The BIage cad burn Down The sIege 
TowerTo speed f Hi nos up. 


SPECiAL ABILITIES 

■ Cloak 

• U/HiRLi nc Dervish 

* Blast! nc Powder 


Warrior 


Don't get too locked 

tn combat with the 

other enemies running 

around that you forget 

about taking care of the 

Oliphaunt immediately. 

before you know It, the 

Oliphaunt may threaten 

the starting zone. Run In 

and attempt a sabotage attack to take 

siege tower. 


Scout, Warrior, and Archer 


hopefully, £owyn lasts long enough to at least fight the Witch 
king. If not, you'll have to run the short distance to Theoden 
with whatever class you feel gives you a chance against the 
lA/ltch-klng. 


It down, then go after the 


Archer 


It's the same plan as 
before: Pick off enemies 
with your special arrows 
as you close on the 
Oliphaunt, then climb the 
beast and slay It before 
it reaches home base 
Next, send the siege 
tower up In smoke, either 
through sabotage or with 
Fire Arrows. 


Eowyn aitd Mage 

BoTh Eowyn Arm The III age should Run to The 
OBJECTIVE point TOGEfHERAnD AWflfttHE FiUAL 
baTTle with The UiiTcH-Kinc. It’s impORjAnt ThaT 
you both ready yourself aTThe sahic Time; as soon 
as you reach The qb|ec:Ttve, The U/rTcH-Kjnc arrjves 

II EARPY Ail D READY FORULOOD. m 


I j rncl vtJgtfa ctvCj 


Eowyn Is a very special Scout, During any attack, If you press 
tiie Jump button, you will perform | front flip over the enemy. 
The flip is invincible at the start, so if it's played well Eowyn is 
nigh unstoppable. 


Cooperative Play 
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oBaecttoe ?z kiLL the coftch-kfng 

Eowyn • ^mmns&Mmmrnm 


To avenge Th£oden's death, 

Eowyn will need all her skill 

tie engages Immediately. Brace . " 

to behind the Witch- J fj& X 

around the Lord of the MazgGL 
The more damage you can do 

from behind the Witch-king, the better your odds of living through the fight 


around the Witch-king for several minutes than dive in and 
get trounced. 


The Witch-king will counter aBtor j 

with some fearsome jj Bfi fe 

abilities. Angmar Elurry 
and Terror Quake take 
huge chunks of health if 

yo lj fall prey to his gI gw r 1 g A , f 9^ 

p.u r p e B wo i d of Tor ror . 

Even worse, Black Breath Q -AM 
can catch you in Its area- 
effect blast and cripple 

you for several seconds. Meanwhile, the Witch-king repositions 
himself for yet another severe blow. 


Warrior 


Its a tough battle, but one 
you can win if you land 
enough special attacks 
and block whenever you 
see the Witch-king ready 
for a counterattack, 


Eowyn 's Whirling Dervish 
and Blasting Powder 
attacks can keep the 
Witch-king at bay. 


Archer 


LEGEND 


One safety tip for the « , , fi| 

Archer; 5 toy on the edge gr 3P: . 

Arrow Isn't ready, load up 

a Poison Arrow to at least slow him down. Pepper the Witch-king 
with steady damage until he perishes. 


0 Objective 3 © Objective 6 

0 Objective 4 Aragorn 

& Objective 5 Q Nazgul 


0 Start 
^ Objective 1 
0 Objective 2 


Always heave a Satchel 
Bomb at h'm if you can 

gain some distance. When • 

the Witch-king closes the mm 
gap, dodge and roll to the 

side to either swipe at an exposed flank or sweep around behind 
for a special energy attack. Keep up the pressure until the Witch- 
king screams his final breath. 


Eowyn AnD IHage 

Eowvn eights The saphe way as in solo flay, bvT 
This timE she has The 171 age To Heal, The hi ace 

CAR tH Rpw in SOfflE DA in ACE HERE ADD THERE. But 

his most impoRtAnl Task, is To sTay away fro hi 
The WiTcH-KjnG. H s econo ok two caught in the 
lUlTch-Klno's grasp, a no The ITIage is rinisHED, 
LeT Eowyn do u/HAt she's eaTed to no: Slay The 
^WiTcH-KjnG oncE tmo for all. 


Minas Morgul is a nasty place. 
You begin on a barren strip of 
land, To your left are inhospitable 
cliffs, to your right gurgles water 
that will suck the life out of 
you if you fall in, and straight 
ahead are dozens of angry Ores 
streaming toward you. 


As the 5cout, you will try 
to duplicate what Eowyn 
does, with no room for 
error. When In doubt, 

If the Witch-king has a 
chance to counterattack, 
roll away and begin again. 
It's much better to dance 
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By this point, you should 
be very familiar with how 
to capture an area with the 
Mage. Unleash Tire VJalls 
on the Ore frontrunners 
and follow with Lightning. 


Warrior 


If you're really sneaky, It's 

possible to capture the 

area without pulling your 

Daggers. Cloak and dodge 

the big melee battle. If all 

Ore defenders get sucked 

Into the battle, you can 

stand in the capture area 

undisturbed. Otherwise, 

you may have to Backstab 

one or two to seize the capture point 


Plow out ahead of the 
battering ram and use Are 
attacks to set barricades 
and enemies ablaze. 
Continue to press Into 
the Ore horde and deal as 
much damage as you can. 
If the Ore Archer arrows 
start hitting home, retreat 
behind the battering ram 
and follow It slowly up the 
the newt foes. 


Drop a Fire Wall or two in 
the capture area, which 
lies a hundred or so feet 
down the shore, and clear 
out the defenders, then 
move with your allies to 
claim the spot. 


When the battering ram 

rolls to about the halfway Bill11iwMMfcTI T ii T\ 1 I 
‘point of the bridge. Ore 

Archers will attack you from above the main gates. Throw up your 
5 hield to block the lire and walk alongside the battering ram 


bridge until you're needed to dispatch 


Warrior 


5a1^h^ Bwnfa 
a n d sta rt ca using chaos 

with some Backstab attacks until the battering ram arrives at 


The Warrior will feel right, j 
at home in this objective. \ 
Jump Into battle from the <! 
outset and cut your way 4 
through to the capture 
area, have your special 
attacks for bigger crowds ‘ 
or when you battle Inch by 
inch for the capture area,. 


Continue to destroy 
the barricades as you 
approach, and watch out 
for Ores pouring out from 
the stairs on either side of 
the main gate. You must 
slay all the Ores In the 
area. At that point, the 
battering ram will have 
enough room to coast 
Into the gates and pound 
them down. As a reward 
for completing the second 
objective, Aragorn arrives 
on the scene! 


Archer 


The Archer attacks 
similarly to the Mage. 5tay 
back and zing your arrows 
while your allies engage In 
melee. Poison Arrows and 
Mu It!-Arrows can decimate 
the crowds, while Fire 
Arrow helps clear the 
capture area. 


Weapotis 

* Aeduril 

* tHRDwrnc Axe 


Special Abilities 

* Dun H arrow Dash 

* AnDURJL'S SptRit 

* U/ave of UJtDEAD 


niAGE ahd Warrjor. 

Oiie of The best parThershIps in The gaitie. The ITIage ahd LU a rr! orTea m up agair here well. Serd The LUarrIor^ 
into battle while The ITIage fires aT rahge add Heals wheh necESSARy. Let The m age clearou+The cai>Tur£ area 
with a FiRf. Wall first, Ther The U/ariUor_chqps Down The wouhded stragglers ard claShis The gb| ecT t ve. 


Archer 


Fire Arrows ignite the 
barricades, and Multi- 
Arrows destroy up to three 
Ores In a single shot. 5o 
long as you stay to the 
rear of the battering ram 
and take care of the Ores 
before they reach the 
battering ram, you'll guide 
the allies to breaking down 
the Minas Morgul gates. 


AnDUR.IL, ATTD WTTHSTAJIDS BLOW 

afterglow To confinuEfHE fighT. Durharrpw Dash 
SHOULDERS FOES OVT OF THE WAY AFID WORKS WOI1DERS 
AGAinsf ovERRiin siTuATions, ArTDURjL's Spire? will Ruin 
ar opporerT iF you TIgie IT To sTr1k£ The foe. YouR_mosT 
powerful abIlITy, Wave of UnoEAD, 

■ SPRAYS An A RE A-EFFECT BLAST THAT 

arr 3Hi laTes AnYtHinc in its faTh. 
ArAGORJT GAO LEAD A TTY CHARGE, 

ahd There’s no beTTe.r_herq for^ 
wadi eg into The Thicrgf f nines To 
slaughters a VRpn's minions. 


The second objective 
features your allies' 
battering ram. You must 
destroy all barricades 
and Ores guarding the 
bridge and allow the 
battering ram to knock 
In Minas MorguTs main 
gates. Target nearby 

Ores first to eliminate threats, then throw your 
Fire Walls at the barricades. A single Fire Wall will 
destroy a barricade. 


Cooperative Pla 


Aragorn has a hidden special ability \ Fress and hold Heavy 
Attach for 5 seconds, then while still holding it press Light 
Attach. The abiliLy has a lengthy beginning, but if you complete 
i t, you gain the power of the undead for 30 seconds! 
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Mage atid Warjuor 

"The HIage's |ob will be to burti barricades wITm his Fire UJall ano protect The BATTERino add suRRpunoinG 
Troops wITh his Shield, tHE WarrJor!s |ob is to deal with ahy ehejiiy Orcs That dare Afl-ActCYOURjnvASion force. 
With a little ITIage healIiig, The baTTer]hg ram should reach The ttia in oaTes without Too itia n y allied casualties, 


3 : copturze the couutycinx) 

Ak ACORN 


Aragorn will be your muscle inside Minas Morgui. 

At the gate, you have a couple of Trolls and dozens 

of Ores to wade through. Stick with your allies, as 

you'll need them to capture the Courtyard flag later 

on. Cut into the 

Ores—avoiding 

the long, swooping 

arms of :°o Trolls 

and fire off Wave of gt 

i r dear whenever 

the Ores come 

cIose to getting the • r ._ 

upper hand. • 


Just Inside the gates, veer [eft and looh for the capture point behind 
a few barricades In the distance. Dunharrow Dash can power you 
through any group that stands between 
I— - \my you and your goal, and Andurll's Spirit 

Ba yjEt : alienees troublesome Ore Officers that 

l menace you. 


Even Aragorn will have a hard time taking the Courtyard 
capture area by himself. Wait for your allies to rally with you 
and press forward together. As a group, you can repel the 
Ore throng tunneling In from all sides, capture the flag, and 
complete the objective. 




Pmmr 



: ■ ■) 

\ ' ' } 





P 
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War of the Ring 

'' u w ’■ S 

’ *-JSbKti’IVT.I'i 


Fight with your allies 
until you reach the 
barricade In front of the 
Courtyard capture area. 
Cloak and see If you can 
seize the capture point 
without a fight, if a few 
Ore defenders guard the 
capture area, take them 
out one by one with your 
skills. If an Ore group 
threatens you at the flag, retreat to your allies and counterattack 
as a full group. 


Ores tend to congregate on the landing between 
the two flights of stairs. Take a breather here if need 
be as you reposition to take on whatever Ore group 
shows up. After you hack a path to the second flight, 
run up to the top landing. 


Mot as durable as Aragorn, 
the Warrior should fight 
with his allies toward the 
Courtyard capture area. 
Once near the barricades, 
you can make a play for 
the flag, but not at the risk 
of life and limb. 


4: open t he pmsoo gate 

Aragorn 


Warrior 


Scout 


Mage 


Your third objective 
requires the unlocking 
of the large Prison Cate 
next to the Courtyard 
capture area. To do so, 
ascend the stairs to the 
left of the capture area 
(facing the Prison Cate) 
and vanquish any Ores 
that try to stop you. 


This is a heated melee 
battle; the Mage has to 
be very careful not to die 
quickly In the Courtyard. 
Once you near the 
Courtyard capture area, 
you can work your magic 
with some well-placed Fire 
Walls and Lightning blasts, 
heal, of course, can keep 
you and your allies aiive 
during the bloody battle. 


Cooperative Play 


1 Iragor.it aiid Mage 

RACORJ1 SHOULD PURSUE TllE SAME STRATEGY AS IFI 
>LO PLAY, EXCEPT YOU HAVE TO MOVE SLOWLY SO THE 
[AGE CAT! STAY WITH in YGUIU'RP+EC+IVE CIRCLE, 
he ITIage should Heal If Ar^gorp begehsTo lose 
ealTh, nno RAin Down some FIre Walls on The 
rcs in side The capture arjea., Before Lone, The 

REA WELL BE YQVRSl 

-- 
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An Ore Captain guards the 
prison lever. If you really 
want to test your mettle, 


fn5 |de the prison area, 
there are three cells with 
g 0 ndorian prisoners. 
w must deal significant 
to each cell door 


Rely on Fire Wall to burn 1 
a path to the prison lew 
heal Keeps you going, an ^ 
Shockwave can blast even 
the Captain off the landing! 
and to his death down on§ 
of the side pits. Pull the * 
prison lever as quickly as 
you can to avoid combat 


As you would Imagine, the 
Mage enters the prison 
area and takes down the 
prison cells with toss 
after toss of a handy Fire 
Wall. 5 hock wave also can 
fracture the cell bars and 
repel guards looking to 
swipe you In the bach. 
Move around a lot In here 
because It will take you a 


damage _ 

[0 free the prisoners. 

Once freed, the prisoners | 

will join your fight and 
' ma Ke It easier to deal with 
tne Ore guards. Choose £.-• '/ 

0 ne cell and hit It with all *** 

your energy. After you 

destroy the first one, 

m ove to the second and 

release more prisoners, 

then tackle the third one ■. 

to complete the objective. f 

you can take a lot of Wj j 

damage when you turn 

your back on the Ore 

guards to attack the cell 

bars, so be sure Ores 

aren't nearby when you begin hacking on cell bars. 


you can do battle with the . 

Captain In single combat, 
winner take all. Or, you 
can play It safe. Sweep 

the Captain off his feet with one of your special attacks, pull the 
lever, and then race back down to the ground floor before he has 
a chance to recover and counterattack. 


little longer to open the cells than other classes. 


You can reach the cells 
easily with Cloak. After 
that, Satchel Bomb and 
brute force can drive open 
the cells. When you get In 
trouble, Cloak and circle 
around for a new angle on 
your chosen prison celL 


ArAGORJI AIID III AGE 


The Scout can Cloak and 
avoid all the fighting. Run 
past the Ores on the stairs 
and wait for an opportunity 
to sneak by the Ore 
Captain and the other 
Ore patrolling the landing. 
Watch that your energy 
doesn't run out anywhere 
near the Captain. 


Warrior 


Adhere to the same 
principles as Aragorn, 
except you'll fire up your 
Sword to break through 
enemies and destroy the 
cell doors. Your sweeping 
attacks near the cells can 
drive back enemies and 
deal damage to the bars. 


AR.AGORJI AIID HlAGE 

Akaggrds iniGMf plus The !TIage'5 Firs UJalls 

WILL FRJiE fHE GOTlDORjAnS TET UO TflTlE* H CAL WHETT 
EITHER, PLAYERLOSES HEALTH, AUD LET ARAGORJI RJ/F 1 
^ inTERfELCpnCE UJlTH ALLY AGGRfSSiVE EHEmiES, 


Warrior 


Follow the same path as 
Aragorn, You may have 
to kill a few more Ores to 
gain health Orbs If you 
find yourself low on health. 
Don't attempt the Ore 
Captain unless you're at 
or near full health. Bull the 
lever and run if you run 
Into difficulties. 


Araoorh eights vp To The PRjson lever, oiily This ? 

tiniE HE HAS A HEAUFIG FAKjnERTO BACRHillf UP* The 
IiIage car use Shockwave to blast The CAPtAin out 
of The way uihIle Aragorii pulls The PRison lever, 
atid completes The objective. M 


o Baectiue 6: 
t>es£Ro^y the tbr^ee 

c Aragorn 


fuee the 

Aragorn 


to magic. Of course, ^ ' ^ ^ : ^ 

the way won't be easy. The three stones lies on the upper level in a triangular pattern around the 
immense courtyard. With Ores seemingly spawning from every corner, huge Trolls lumbering about 
to crush skulls, and now the abominable hazgul joining the defenses, Aragorn and company have a 
struggle ahead of them. 


Aragorn continues his 
rampage through Minas 
Morgul, After the Prison Gate 
lifts, charge through and 
engage the Ores defending 
the barricades ahead. Your 
goal 15 the prison cells in the 
interior chamber past the 
barricades. Wind around the 
barricades and cut down any 


Ores that challenge you 




Cooperative Play 
























































































www.primagames.com 


'"• r " : '■'■ ' ’ ' r ~ foe. and there are several 

Is excellent for getting 

you out of trouble and also dealing damage to the power stone. 
After a few seconds of energy-charged attacks at each power 
stone, they will break. 5hatter all three and you will have dealt 
Minas Morgul a mortal wound and beaten all that has been thrown 
against you this level 


Archer 


❖ stotzmiag 
the Blade gate 


| cla^e^ j 

landing, naturally, this J 
decreases the likelihood that a Mazgul will surprise you. Fire Arrow 
works best for damaging the stones and claiming final victory. -j 


LEGEND 


Start 


ARjiGORjn AnD Mage 


Objective l 
Objective 2 
Objective 3 
Objective 4 
Objective 3 
Objective 6 
Mouth of San ron 


Warrior 


the MazgCH as much as 

possible, and destroy the three power stones only If you can do 
so without putting yourself In grave danger 


We kjtow it's possible That Aragorp car destroy 
The stores on his own; The ITIace fust makes it 

EASiEICWltM His HEALinG AOD RARGED Al3iLLTlES a 
DEPERDinG on HOW MARY EXTRA LIVES you have 
STOCKED UP, YOU MAY EVER WARf THE HI AGE TO 

disTracT The Haegul ard challerge each 

mpRlEnTAFtjLY WHfLE ArAGORJI POUT1DS THE POWER. 

stores. Progress frphi store To store, cuttirg 

AWAY EACH STORE'S IHAGIC, ADD CRUSH UllRAS 
■^niORCUL FOREVER, 


oBnectioe i: nefenV) yoaR position 

Gandalf H 


5o long as the enemies 
Wmm j BW BjBBWjdon't find you, the Scout 
pl^pSII^ can have an easin' time 
B TIT ' ^ jj of things. Cloak and 
1 approach each power 
5tone cautiously. When 
the :-|a.7g:i are olherw : -e 
3 0HBHK chi ed. oak and 
j deliver energy attack 
" after energy attack until 

'' ■' ‘ ' the stone splinters. Then 

Cloak and target the next stone until all three are destroyed. 


Your final stand in the ''War of the Ring" campaign finds you at the 
Black Gate of Mordor, the mighty bastion of 5auron J s impregnable 
fortress. With the full power of the Free Peoples army behind you r 
the gate still might not fall, except the arrogant Mouth of 5auron 
opens the Black Gate for you. Amidst taunts, the Mouth of 5auron 
send5 the forces of evil to wipe you from the land of Middle-earth 
forever. As Gandalf, you shall stand your ground and overcome 
the Ore onslaught. 
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bssm You mU5t ^ efencl the 

the Ore 5 at bay. Detonate 

a You Shall Mot Pass! whenever Grc5 draw near or if you see an 
opportunity to remove them from your allies. At about the halfway 
point, multiple Trolls will show up; hooch them down with fire and 
Lightning, and you will succeed at the first objective. 


All the Heroes get a chance to shine in the final run against 
Ylordor. Send Gfmll in to capture the second area beyond the 
Black Gate; his three special attacks are perfect for melee 
battles like this one. Balln's Revenge blazes through multiple 
foes, Longbeard Pound hammers whichever enemy you fear 
the most (such as a Troll or Ore Warrior), and Dwarven Run 
gives you an escape from almost any situation. 


W eapohs 

* Gla m nujriG 

* LioHTnfrtG 


©ooooooooo<>Q<! rt ><><*>o<>o<>Q<><><>C‘3< | \S 

Special Abilities v 

• HEALinc UJIsoom 

• You Shall not PassI 

• CtEAnsinc Fi rp 


Legolas 


D ESC pj. pT ion 

JTliDDLE-EARTH’S GREATEST WIZARD r GAIIDALF, RIATgHES Up 
well agatitsT Any or SAVRpn's minions. You Shall Hot 
Pass! destroys EncmiEs tiexTTo Him, while LiGHtirinc 
Ann CLEAnsinG Fi re bu.ru Their aT rahge, in close 
com baT, Gajidalf cvTs Through foes bcTTerTh a n 
YOU'D EXPECT WITH HTS fRJJSTY GLAIR DRj FIG in h add. All 
tHis fowercodies in a frame That cad h a n dle Lots of 
d Am age, am; ever if The forces of evil m ait age To hurt 
Him, Gahdalf Is o n ly one Healihg lUisDom away frper 
RJ-TUIU liHG To FULL HEALTH. 


Legolas has the advantage 
of ranged fire like Gandalf; 
however, he doesn't have 
the ability to kill massive 
numbers of Ores with a 
si ngl e area- e ffect a ttack. 

Even so, his rapid-fire 
bowstring and trick arrows 
can hold the Ores back. 
Legolas is particularly 
useful against the Trolls, m 
using headshots for quick kills 


DiscujpTi on 

YOU TIEVER_U/Ant tO MESS WltH AD AflGRY M'.yfl 

Dwarf, especially a well-armed, expert 
corns ATAnt iiK£ GitnLi. Short in sTaTurs, but f H 
stouT in sTRfncTH, GimLi ihoves qvicKLY wETh 
D wARVEn Ryn Ano challenges ahy Enemy's \HI 
mELEE DEFEHSES WITH BALin'S RjVEnGE. FIoT To \V| 
BE OUtDOriE BY HIS FELLOWSHIP PALS Ar£GORJ 1 AnD 
Legolas, GimLi car outright destroy An EnEtnY 
in combat wlTh The eruTal Loqgbearp Pouno. He's 
ALSO BEEn Kjiown To SinGLE-HAnDEDLY Take out TupLLS. 


WPAPons 

■ BaTTle Axe 
- Satchel Borne 


Special AuiLif ies 

* PwARVEn F<yn 

* BaL in's REVEnciE 

* Lone BE ARP Pouno 


Aragorn 


Aragorn should scanc u r _ 
the front o- the capture 
area, between it and the 
11 Black Gate, and swing 

to pass. Call fort- your 
•! energy attacks, especially 

reaches when they arrive, 
and use Dun harrow Dash to get out of trouble If you are too close 
to the enemy's dutches. 


Prom the starting area, 
you ca- see the gale 
capture area from ju^t 
mm. ■ tSMTI T LJ® irsice the Black Gate, 

Rush toward I, cullrg 

down Ores left and right 

9 as you advance, and save 
your energy abii lies for 

when you get In trouble or 
** attempt to take over the 
capture area. Glmll can 
jumble into the midst of the capture area no matter how many 
Ores defend. The Dwarf is a fearsome tank that can crush and 
Pfrsh any who challenge him, and It won't take him long to seize 
objective. 


Aragorn 


GAIIDALF AnD Aragorji 

GAnDALFCAH PROBABLY HAH DLE DEFEFTDf 0G tHE 

EntiRE sTARTinc area h ins elf; witH Aragorji by His 
si de, it's a guarafiTee, Garpalf vn loads C lea ii sine 
Fire on The la rg erg roups, wHiLE Aragorji sTaiids 
P oinT At The Top of The capture ci role aiid brushes 
back ah y incominG Qrcr UIheo The 1" rolls run ergs 
FR om The iHRonc, Aragorji should step bacratid 

Wi PE OUT GR£S, G An DALE CAR IIAI 1 DLE THE t ROLLS 
^witH CLEAnsiiiG Ft ice ahd LiGHlninG, A 


Like Gimll, Aragorn can 
wade directly into the fray 
and destroy Ore enemies 
In great numbers. 
Concentrate on the 
enemies on the capture 
area perimeter, then 
slash through the Interior 
enemies. With a few 
special attacks by Anduril, 
victory comes swiftly. 


Longbeard Pound can 
win you the day. With 
that in mind, power up 
yoir energy ;.y hacking 
a pa? t Ores, then launch 
I ongboaid Pound against 
the tougher targets. 

Balin's Revenge spins you 
like a fiery vortex that rips 
a pa rt a ny th i ng tha t comes 

near. Use It to dear the capture area or repel enemy groups 


favTSCUscj; 


Gandalf is better than Sarumai) at dealing with groups of 
enemies: his Cleansing Tire Is very wide, and his Lightning 
spreads to many foes, charged or not. However, his attacks 
deal less damage to each target. 


Gimlis energy-charged Longbeard found cannot be interrupted by 
enemy attack and is the most damaging single-hit attack in the 
game. Also, he is the only Warrior with Satchel Bombs. 


caution 

liLivarf the Felt Beasts that prey upon ihe battifefteld. race Lhe 
capiiird area wilh yonr back to the Black Gate and you can see 
tht - winged beasts as they swoop toward you. 
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Gandalf 


Legolas 


You may use Gandalf 
out of convenience from 
your defense of the first 
capture area. If so, avoid 
some of the enemies until 
you can reach the second 
capture area with your 
Cleansing Tire tosses, heal 
often as you approach the 
capture area H and finish 
off remaining Ores with 
Lightning or You Shall Mot Passl 


novo with yoiJr allies 
slowly as yoi i aporoach 
t h e ga re ca p tu r o a r e a. Kjh 

Let the allied Mages' 

elrls proper yo,, i r on • 
ran gee fire, avoir: melee 
combat unless absolutely 
necessary, and let fly your K|i3§{||| 
a rrows of d es true ti on. i 

Multi-Arrow can slay the 

capture area defenders with a single drawstring pull or launch a 
Ffre Arrow to blast the enemies dear. 


Gimli AnD Aragofji 

Why not sehd The two best hiei.ee fighters in The gaitie sTraIghT inTo The hearT of baTTle? Giiml Takes ore sIde, 
Akagorti The other, hhd TogeTherThey ttseeT fn The huddle at The capture area flag. LUITh Two Herpes 1 special 

ABlLiTiES TRiGGERjTIG, IT O RjTl A L OR£S HAVE HQ PRAYER OF HOLD! TIG tH E OBJECTIVE. 


Legolas 


Legoias's assassin skills were made for this next objective. You 
have to kill four Ore Captains, and alt stand atop high wooden 
towers. lt J s possible to climb up each tower's ladder to get at the 
Ore Captains, but that's time consuming and you're subject to 
enemy Are the entire time. Rather, rely on Legoias's zoom and 
headshot capabilities. Despite the Captains' toughness, Legolas 
can still kill each with a perfect headshot. 


DrscRiPTion 

Super-deadly Legolas has The saitce quiver.full of 
Tricks ThaT The Archerhas aud Theei south. Hes draw 
ajid re lease Is mucH QyiCK.EEc.fMAn Tele average Archer 
ALLOB/ inc Him To rap!d-f! re on due TarpeT qrseveral, 
WiTH added healTh, his rn elee coniBAt skills cab put 
One Warriors to sma m e, nn d anyoue ThaT cat Take 
D own GiflnT QlJPH AUfltS SirTGLE-HAIlDEDLY deserves HiGH 

PRAISE inDEED. 


WEAPOns 

• Lone Bow of GaladrJel 

Special Abilities 

■ muLti-A rrow 

* Poison Arrpiu 
- FIrje Arrow 


Cooperative Play 






❖ stowning the Black gat< 


War of the Ring 


oeziectfoe 4 : klLL the mouth of sourzoo oo<x>o<x>oo^^ 


u ° ,{N W~1 I 

Without a potent ranged 
attack, Aragorn will just 
have to go up and get 
each Captain. Climb the 
ladders., kick or sweep the 
Captains off the platforms, 
then finish them off on the 
ground. Wave of Undead 
works great; you not only 

damage the Captain, but you brush bach or kill any of the dozens 
of other Ores trying to get in your way. 


y k. 




L a headshot doesn't work, nock a Fire Arrow and set each tower 
I ablaze. The Captain will take damage as the tower burns, and you 
[ can finish him off with a Poison Arrow or a second fire Arrow on 
[ the ground, beep your feet moving the whole time to avoid the 
1' pel 1 Beasts In the shy and the Ores swarming around the bases 
of the towers. Given a few undisturbed seconds drawing aim on 
r each Captain, you'll conquer the objective before they know what 
L hit them . 


[ Gandalf 

Gandalf might not finish 
each Captain off with a 
headshot but he can 
burn down the towers 
even better than Legolas, 
lie also can roast them 
atop their platforms with 
Lightning. While you pick 
off the Captains, burst You 
Shall Hot Pass! periodically 
to dear away surrounding 

enemies and use healing Wisdom whenever your health drops. 


Gimli 


As with Aragorn, Gimli will 
need to get in close to 
be most effective. Climb 
the tower ladders to go 
after the Captains (or 
fight them up top If you're 
feeling daring), and slay 
them when you get back 
down to earth, Longbeard 
Pound can be the nail in 
the coffin for a wounded Captain 


Gandalf 


Legolas AnD Gaiidalf 

The Two raitged Heroes are best suited To Take 
out The fqvrQrg C. apTa ins. You cajt sit 1 + up 
aiid Target Tuiq Towers apiece. Follow? The saihe 

APPROACH AS in SOLO PLAY, EXCEPT LEGOLAS SHOULD 
RETreaT To Gaiidalf iF he's wouhded so a fimELY 
H fa Line lUi scorn cun restore Tuejii boTh To beTTer, 

FIGHTinG HEALTH, 


ft's time for a wizard's duel: Gandalf vs. the Mouth 
of Sauron. Though the Mouth of 5auron has better 
melee skills, Gandalf has the edge on long-range 
attacks. That being the case, when you play Gandalf 
you should stay away from the Mouth of Huron's 
Barad-dur Fury Staff attack. Instead, bombard the 
Mouth of bauron with Cleansing Fire when his Shield 
is down. 
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WEApons 

* GiHruDRinc 

• LlGHtnfTTG 

OOQOQOOOOh 

Special AbIliTies 

• HEALinc Wisdom 

* You Shall Plot Pass] 
■ Clea nsi tig Fire 


ogaectfoe $z captune the camp 

‘b'V'ti. Aragorn 


DEscRjpfion 

Hl!DDLE-EARrH S GREATEST WIZARD. GftnDALF. MATCHES UP 

well agatrsT Arty of Sauror’s Minions. You Shall not Pass! 
destroys erem i es next to Him, while Licn+ninG ahd CLEAnsirr G 
FlKE BURR THEm AT RA HGE. In CLOSE COMBAt, GaRPALFCuTs 
tH ROUGH FOES fiETTERTH AR YOU'D EXPECt Wf+H HIS TRUSfY 

GLAmDRjnG in hard. All This PouiEiLConiES in a frame ThaT 

CAn HAnDLE Lots OF DAMAGE. ARD EVER IF THE FORCES OF EVIL 

marage To hurt Him, Gafidalf is obey onE Healihg Wisdom 

AWAY FROM RE+URJlfnG To full HEALTH, 


You have one final capture area to conquer, and 
Aragorn Is the man to lead the charge. By now, 
you should know Aragorn's skills Inside and out 
Any one of his three special abilities can help you 
seize the capture area. 


Whenever you stun the 
Mouth of 5auron r take 
advantage of the precious 
few seconds and power 
up a Lightning bolt to deal 
more damage. Remember 
that the Mouth of 5auran 
can heal, too. The only 
way to kill him Is to deal 
a significant amount of 
damage In a short amount 


Weapohs 

- AnDURjL 

• Throwtrg Axe 

Special Abilities 

• Dun harrow Dash 

* ArdurJl's Spirit 

* Wave of Urdead 


Pollow the same battle 
tactics as Aragorn. If 
you can land Longbeard 
. Bound, close in for the kill 
: by expending the rest of 
your energy on Dwarven'-'T 
Run or Balln's Revenge 1 * 
(or even better, bothl) and 
pile up the damage on 
your helpless foe. 


Alter the Mouth of 5aumn flpsgB 
falls, continue down Ihe 
h II lo the Trial cantu r e 
area rear the enemy 
tents. There's a rock 

that splits the terrain, so : 

defenders can assault 

from either side. 5hred through the perimeter guards, and show 
no mercy to the Ores Inside the capture area with Andurll's Spirit 
or Wave of Undead. When you expend the last of your energy, 
there should be nothing left but charred Ore bodies and a lone 
flag now your own. 


DESCRjPtion 

The greatest warrior! n The game, Aragorji slices 
Through foes wiTh uis magical sword, ArdvrJl, AnD 
u/iThsTards blow af+erblqw To conlinuE The fIghT. 
Dun harrow Dash smoulders foes out of The way ard 
ujorrs wonoERs agaI nsT ovERRjrn sifvAflons. AddurIl s 
SfIriT will Ryin An opponent If you tlmE IT To sTrIke 
The foe. Your. mosT powerful abIliTy. U/ave of 

Un DEAD, SPRAYS AH AREA“EFFECT BLAST THAT Alin I HILATeS 

AimninG in its path. Aragorji car lead ary charge, 
Ann There's no beTTerherp foilwadi no into The ThIck. 
ofThirgs To slaughTerSauR on's minions. 


of time. Gandalf has the weaponry to do It, though 

Aragorn 


Legolas 


Watch out for the Mouth 
of 5auron'5 Barad-dur 
Fury, but other than that, 
Aragorn should be able 
to win a hand-to-hand 
combat. You'll have to 
deal damage quickly 
because of the Mouth of 
SaurorYs healing ability. 
With ail three of your 
5 pedal 5word abilities, 


can be foiled by the Month 

of 5auron's defenses, his arrows don't recharge as quickly as 
Gandalf's Lightning, so there may be times when you can't let 
loose a damaging volley, and the Mouth of 5auron will surely 
come after you in that time. 


Gandalf 


Gandalf has multiple 
abilities to seize the camp, 
though Cleansing Tire is 
still the spelt of choice. 
With a little help from your 
allies, you should sweep 
away any Ore remnants 
and claim the capture 
area after a handful of 
Cleansing Fire bombings. 


that will not be a problem with energy In hand. 


Gaiidalf AnD Aragorji 

Araggrr charges aT f h e ITIouTh of Saukor ardTIes Him up in ore-oh-ore combaT. Gaiidalf peppers The grpurd 
arpuhd Them wITh CLEAnsmc FiRf ard circles The battle wITh HeaUrc WfsDom as ofTeo as possible. GwnDALFCAn 
ever step close To melee wiTn You Shall Hot Pass! To add some damage. The nioutn of Sauror carrot wifhisfARD 
ktHE GOOD guys' TWO HEAVIEST HITTERS. - 




Qandaif is better than Saruman at dealing with groups of enemies; his 
Cleansing fire is very wide, and his Lightning spreads to many foes, charged 
or not, however, his attacks deal less damage to each target. 


Aiagorn has a hidden special ability: Press and hold Heavy 
Attack for 5 seconds, then while still holding it press 
Light Attack. The ability has a lengthy beginning, but 
if you complete it, you gain the power of the undead for 
30 seconds! 


Cooperative Play 


Em 
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Gandalf 

You have captured the final area, but now you have to hold 
it You and your allies must maintain possession of the 
previous capture circle, which expands to twice Its size for 
this objective, for two minutes. The forces of Sauron will throw 
everything at you—hundreds of Ore Grunts, dozens of Ore 
Officers and Captains, countless Trolls, and even Tell Beasts. 
It's your toughest challenge yet, and for Prodo to have enough 
time to destroy the One Ring In Mount Doom, you must hold. 


Legolas 


Gimli 


With Legolas, you amp 
up the offense and can 
try to seize the capture 
area quickly. Use Fire 
Arrow on the largest Ore 
group, then Poison Arrow 
on annoying enemies. 

5 witch to Multi-Arrow when 
you close on the flag and 
want to eliminate a few 
key defenders. 


Much like Aragorn, yoy 
will power through the 
defenders to seize 
the capture area. 

Unless you're feeling ' 
adventurous, hang back ■' 
with your allies so that y Qu 
all assault at once. 


COOPERATIVE PLA 


Aragorji AnD Legolas 

Offehse. OFFEnsE. offehse! Sweep The area clead with Aragorti's forjuidable sword ahd Legolas's FAntAstic uou; 
SKJLLS. A KAOORTI SHOULD EnTEl^fHE CAPTURE CIRCLE. WHILE LEGOLAS PICKS ADD CHOOSES TARGETS 1"H At AraGORTT Tit AY not 
SEE GRlilAY not BE ABLE TO HAHDLE ALL At OHCE. UJETH SWORD ADD BOW At HIAXllrtUlfl EFFICTEnCY, THE Qr£S Won't HOLD 
I^the capture area LoriG. 

P - -- 9 


Weapoits 

* GLAmDRjnG 

■ LiGHtninc 

Special Abilities 

* HEALIHG UJiSDOili 

* You Shall PLoT Pass! 
- CleajtsShg Ft re 


DESCRjPtion 

HI I DOLE-EARTH 'S GREATEST WIZARD, GaHDALF, ItIATCHES UP WELL AGAinsT AHY of 

Saurph's minions. You Shall Plot Pass! destroys EOEmrES itexTTo Him, while 
L iGHtnioG ajid CLEAnsino FiRE burh Their aT radge* in close cottujaT, 
Gahdalf cuts Through foes beTTerI-haii you'd expect witw nis Tri/sTy 
GLA tuDRjnG in hafid. All This fowercothes in a 
fra hie That ca n hafidle lots of da m age, Ano evefi if 
The forces of Evil nt An age To hvrJ Him, Gahdalf is 

OHLY OOE HeALIHG WlSDOlil AWAY FRO ITT REfVRfTinG To 
FULL HEALTH. 







Gandalf, or anyone else for that matter, your job 15 to slaughter 
many enemies as you can. Don't worry about holding the 
^ole capture area. You won't; there are too many enemies 
pouring In. They will begin to overrun your position, but so tong as 
lion can kill more of them than you have allies in the area, you will 
win. Gandalf's Cleansing hire is magnificent for slaying handfuls 
of Ores quickly, and you'll want to throw around You Shall Hot 
FassI often to fell even more bodies. Lightning can arc to multiple 
largets, too, but don't be afraid to pull out Glamdrlng If it means 
r*spilling more Ore blood. Go on a killing spree for two minutes, 
outlast the enemy horde, and you save Middle-earth with a little 
help from a certain humble Hobbit. 


can puli it off, the two shortest he roe: 
Frodo—will have won the day I 


Glmll will follow Aragorn's 
lead: Keep slaying until 
you're slain, hopefully 
you won't be, and you'll 
rack up the kills to keep 
ahead of the time clock. 
Whenever you get a 
chance, unleash your 
special abilities, then 
replenish energy by killing 
more Ore Grunts. If you 
.—a Dwarf and the hobbit 


Gaiidalf aiid Aragorji 

The stRcmGESt pair! no mient as rally Together, 
a riD FinrsH i+ all off. Fight side hy side in This 
battle so that Gaiidale's HealIhg this dotti car 

BOOST BOTH PLAYERS' HEALTH, fEARTlnG UP OH A 
si role e n e m Y GROUP w i LL wiPE +HEEH out almost 
i n St A n T LY , T H OU G H Y o V m A Y W Ant To s p ILF- A D T n E 
wealth to raise The body count. AfTerTwo rntnutES 
of nonstop Action, The two leaders of The Free 
Peoples wIll sTactd victorious a no pave The way 

_ FOR.tHE FUTURE PROSPERITY OF miDDLE-EARjH. _ , 

» #J 


Iragorn 


Give It your all here. 
Attack every Ore you see 
to charge your energy, 
then release that energy 
In special attacks to 
slaughter even more foes 
Don't stop for anything. 
The only healing you will 
receive Is from the health 
Orbs that may drop from 
yo u r v I cti ms. Grab them, 
and keep going until the time limit expires or you drop. 


Legolas 


Keep that trigger finger 
going at a crazy pace. You 
need to stay bunches of 
Ores to finish on top, so 
you must be very accurate 
with your shots and make 
sure each of your Fire 
Arrows and Mul ti-Arro ws 
lands In a crowd. 


❖ stoRrafog tbe Black gate- 


War of the 


Gimli 












































































































































www.pnTnagames.com 


Rise of Sauron 


Nazglil 


play a MazgQI for the first few 

objectives, which gives you great power over the lowly Ores that 

stand In your path, The first Ore wave will press you at the starting area. Slice through them with your 
blade, and call upon Black Breath and flurry of Terror to deal with the larger Ore groups, 


DESCRjp+ion 

,SAT/Rpl't’S rO O f SOI.ofLR5 W ERJ, O FTC T. H i IT t mOKt AL 

ntun tv no arj; now fobjiver. eh slaved To The Lorp 
oriTI o up ofTs s r, rv i c. r. t h r v r i c h T r, i k i \ U ri k.r1 o jo 

ppH WPERflAtURiU. POWERS, SUCH hS BlACI^BrJ: At H r 

MJiiiciH cats freeze victims, in featcas it heals da ru age, 
bowERcOF The ffinE cad louter^a TerrifIc booth as. 

tHE TIaZGVL FLIPS tQWARP its t A RGEl'. A ST D FLURRY OF 
tERl^pICSLECES SWIFtLY EVER AS it LEFfstHE RaZGUL Ctrl' 
OF I RE US LD1A ! E DAn G E R* 


Weapoos 

4 SwORX> 

* T h rp (jlj i n g Axe 


Special AbiliHes 

* F LV RRy O F "f ER£P R^ 

4 Black. BreaTh 

* Poutefcof The flinE 


Cross the bridge— 
carefully!—that passes 
over the lava river, Move 
up to the intersection 
ahead and veer to your 
left You may have to 
battle a few Ores at the 
intersection, and you'll 
definitely have a small 
fight In the chamber 
to your left. The mask 
floats In the middle of 
this chamber, and the 
Ores aren't going to 
just hand it over to you. 
Crush them and take the 
mask to complete the 
Hrst objective. 


LEGEND 


0 Objective 6 
0 Objective 7 
C Nazgul 
(_ Witch-king 
0 fro cl a Baggins 


Objective 1 
Objective 2 
Objective 3 
Objective 4 
Objective 5 


fiflht up to ware the gated 
entrance leading into ■' 

r Mount Doom, Hack or 
dadge the last few Ores, 

*hen pull the lever to the right of the portcullis on the ground 
feh Inside before more Ores can grab you from behind. 


dHP 


hazgul can continue from Flurry of Terror to Power of the nine 
in the air. They also can go from a Power of the nine to any other 
energy attach, including another Power of the Nine. 
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Rise of Sauron 


TTazgvl flnD Hazgul 

You HAVE no CIloiCE HERJ; TIaZGUL ARE tnE OF1LY GAKE in Toum. UJ 0 RRtOGEtHER+O DEFEAT YOURER EIHIES, WHILE 
^onE FIazgGl stuns a gr<du p with Black. BkfA t m. The s-ecord cam choe into Them as They sTard QyivERjfiG. a 


U/eapoqs 

- Sure Rp OF t E RRO R 
* tHROWinG rtXE 


Choose your targets 
well to Kill 20 in the two 
minutes. Rush after any 
Ore Grunt you spot; they 
drop with a single hit. 

Ore Mages are also Juicy 
target as they generally 
only take two to three hits 
to die, While doing so, 
stay clear of the Mage's 
Are or you'll crash and 
burn, literally. 5o long 
as you dodge the Ore 
Warriors and pick off the 
weaker Ores, you can 
beat the time limit on the 
objective and call forth the 
Wltch-klng to your side, 


SpecIal A 61 Lities 

* g n G rn a i\ Flu r ry 

■ BlacrBrea+h 

■ T E RRO R QU A ICE 


Nazgijl 


D esc Rj Pt i o n 

As W\t mkiHt 

IniAGfHf. I nr i ejidekoe 

The FIazgOi has The same sTre hr.Ths aitd un hkiiesses as 
I Mi flnZCrOj., However iris inti in i or-rfmo rontu packs 

A | irt-U J lORE PVI A li. AHl> a1 1'aCKS t i kl Tl RR0R QUAKE 

aKF MUirfERto execute The UJiTf M kin - comm ah ns 

!AH aTIA EIL.SE DAlI K>n YU" SEND Him i liO, O F f E IT £ i V E E. V OIL. 
DEFtPiSi V LLY. n h I II ' III NI V S H . RF.ITD THEIR mi El on I 

way ora notn l r, 


After you grab the mask, 
brush back any remaining 
Ores that may harass you, 
and race away from the 
mask chamber and toward 
the Forge In the center of 
the map. You can choose 
to fight the onrushing 
enemies or continue 
running past them. 


nAZGVL AflD flAZGVL 

OnE FIazgul car ihake The Run To eigne The thasr 
T o The Forge. UJiTh Two, It's ever easIer Ime 
ofie who is not HOLDina The m ask. int e rce pTs afty 
Orcs ThaT Try To slow douio The m ask_ carrier 
Of course, you cad both draw sworps ahl> 

^ a n n I h r l aT e I h e O ros r f you pre r r r 


flAZGVL ADD TTaZGVL 

By now you should be used To The Tarderd 
IT’s mucH easierTo up The body covnT wi + H two 

n AZGUL, AO D ORE CAR ALWAYS BE OR THE LOOKOUT 

.for Orc UJa r id oils To bcTTeravoId Th Em. 


Blow when you near the 
dosed portcullis into 

the Forge. Pull the nearby lever and charge inside directly to 
the Forge itself. Once you deposit the mask at the Forge, you 
complete the second objective. 


Witch-king 


oBnect \ae 3 : kill so £oRge orcs 

Nazgul ■Mltanm 


As the Witch-king, follow the passages toward 
the Orc Captains In the southern chamber. When 
you cross the lava bridge, you Know you're close. 
Call forth the ethereal energy around your Sword 
and ready for 

battle against ^_ 
the Captains 
and their Ore 
henchmen 


To power the Forge and bring the 
Wftch-klng back into existence, 
you must slay 20 Ores within a 
two-minute time limit. Even as 
the Mazgul, this will be a tough 
challenge. You have Orc Mages 
tossing Lightning and Are around, 
and even worse, Ore Warriors arrive 
to complicate the battle. 


At first glance, the Witch-king may appear similar to the 
Nazgul, but his Tenor Quake can damage an entire battlefield 
full of enemies! 


Cooperative Play 
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Rise of Sauron 


Nazgul 


One of the Ore Captains 
is a Warrior. He can beat 
you up badly, but only 
If he gets dose. The 
Witch-King's Terror Quahe 
affects a wide radius 
around you; it's the best 
weapon against both 
Captains, especially the 
Warrior. When the Captain 
Is down, follow up with 
Angmar Hurry or Black 
Breath. When you're out 
of energy, combo attacks 
together to keep him 
off balance. 


If the Witch-king falls, you 
must do battle against as 
the ITazgub Fortunately, 
you have your Mazgul 
brethren to aid you in the 
battle. The Ore Captains 


Contlr l, c on r:r id ■ dice 

through a small group 
0 f ores th a t gua rd s the { 
portcullis up to Bauron's 

Road. Flip the lever and cut through some more Ores until you 
reach the top of the hill. When you reach the flag, the objective 
ends and you get your next: Kill Frodo Baggins, Ringstealerl 


■ As a backup to the 

■ Witch-king, you' 1 ! do the 

same as your leader. Lead the Troll away from the bridge, battle 
whatever Ores block your path, pull the lever, and rush up the hill 
The real fight begins in the next objective. 


will take longer to fall, as 
you don't have the power 
of the Witch-king at your 
command, though you 
can rely on similar attach 
patterns to fell them both. 


The second Ore Captain 
Is a Mage. It might be 
more difficult to reach him 
with your Terror Quake, 


WifCH-KjllG AITD IlAZGVL 

ir YOU CHOOSE To DODGE THE ROLL, YOU Don’t EVER HEED TWO PLAYERS, BVf YOU KJIQW 

At least onr will qe safe FKom The f roll s lohc reach. Wheh you fTghT Together, The 
^Orcs will fall like rsEAPino wheat aeld you'll reach SauR on's Rqad. j 


WitCH-RinG AnD IIazgvl 

The CAPTAins won'T Know whaT HiTtHEm. The 
lUiTcH-Kinc CAn level each CafTai n with a Terror 
Quake, Ann The FIazgul can ittove in To deal lots 
of da hi age In Tight wifH Black. BreaTh add The 
Power.oeThe nine. 


1 55 VOU'll be dodging area- 
■ effect abilities yourself, 

- i' The 3 ood new5 that the 
... • T,... second Ore Captain has 

less health than the first, 

Blay both of them and you've completed the fourth objective. 


Witch-king 


One I lob bit Stands in your way, 

buL I ieS ,j wily and dangerous 

one Make sure you clear some 

space between you and the 

road Ores, llien go alle; Erodo 

I Ic will be nvis ble, and rimed |8|H 

with the potent Bting, so your 

first task is to locate him. 

Either spot his movements 

when he whips out Bting, or get dose to where you think he Is 
and let loose a Terror Quake. The area-effect blast will expose 
his position. 


naLlfl to setunon's rood 


Witch-king 


bridge, this time guarded 

by a Troll. Discretion Is the better part of valor here. Instead of assaulting the Troll on the bridge, where 
one knockback attack from the creature can roll you Into the lava, retreat. Lead the Troll back into the 
Captains' chamber. You have a lot more room to maneuver, whether you choose to crush the beast or 
simply run by it. 


You have to "defeat" Erodo several times before the 
two-minute time limit expires. The first time is right by 
the flag close to where you start After you deal enough 
damage to knock him down to two-thirds health, you 
will vanish and appear up the road. Eight Erodo next on 
the road before the Mount Doom entrance and drop the 
Ffobbit to one-third health. 


ivraa:{ 


INSTANT ACTION 
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Rise of Sauron 


In the swirling vapors 
Inside the heart of the 
volcano, Frodo is about 
to drop the One Ring into 
the fires and destroy it 
forever. Battle him here 
one final time. He will 
bring everything at you; 
be very careful he doesn't 
knock you over the edge 
with a Satchel Bomb or 
Blasting Powder. Counter 
with Terror Quake and 
Black Breath, or go for a 
series of melee combos to 
keep him stunned. Heap 
the fast oi the damage on 
the hobbit and end his life 
to finish the objective. 


Nazgul 


You have a hard road 
ahead of you as the 
MazgOI. Frodo can duel 
with the Witch-king and 
will prove a handful for 
your skills. As with the 
Witch-king, look to expose 


his position and land a 
series of attacks to keep 
him stunned. If you have 
extra lives, try to do as 
much damage to Frodo as 
possible without worrying ■ 
about defense. It's a race 
against the clock. 


LEGEND 


Objective l 
Objective 2 
Objective 3 
Objective 4 
Objective 5 
Objective 6 
Mouth of Sauron 


WitCH-KjnG ATID IlAZGVL 

DovBLE-TEAminG Frodo is The ujay To go, 1~he FIa^gvl should ehgage a no draw The Hoi 
umiLE The UmcH-Kinc pice pares a hjassIve attack. To Doom The LiffLE Scout. Repeat Thre 
^fqrce The Ho Bart To drop The RjriG before he Tosses it into The lava. 


Faramtr 


7: get the Ring 

Witch-king 

When the dust settles, you stand 
before the One Ring in the place 
where It was created, Grab hold of 
it for your master and win this dayf 


Nazgul 


This is In the running for easiest objective. You see 
the flare a few yards in front of you. Pick it up to 
complete the objective. 


Stepping over the dead 
hob bids body, seize 
the Ring for the giory 
of Sauron! You have 
now saved Mount Doom 
and all of Mordor from a 
terrible outcome. 


WitcH-KinG An d IIazgvl 

IogeTh 


eryou gait ba stein The saT isfacT ton of a 
VICTORY OVERThE HoBBiT AflD His FOOLiSH HI ASTERS 

who thought They could destroy The OnE R[n c in 

SUCH A RECKLESS FASMiOFR LODG LIVE 5AURCHI! 






Cooperative Play 
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Rise of Sauron 


Warrior, Mage, a m Archer 


If you don't want to 
use the Scout to rug. 
the second objective, 
choose another class and 
prepare for more tun In a 
few seconds. 


[ g a ttfe bach against the 
enemy Archers with an 
Archer of your own. If 
you're gulch with your 
drawstring, you can 
f eliminate enemies at 
parlous positions and 
force a hole through 
the defense. 


ScovT aiid Warrior. 

This is just GEARjnC UP FOTVfHt FLExt OBJECTIVE. f HE 
Scout SHOULD CRAB thE FLAR£, T H E UMuRiOlCmOVK 
in FRpri! a no uvel Run EuTerj lrjetice soon. 


Scout flno Warrior. 

UJitH The lA/ARRfOKSPRjnttnG ahead, The Scout 
FOLLOWS in His PROTECTIVE SHADOW. ThE WARRIOR. 
Hits Any EnEmY groups ltki a BOWLinc ball into 
pins, allow i no The Scout To passthrough. If 
THinGS GET DiCEY. especially arovhd The enemy 
Archers. The Scout Cloaks a no dashes The flare 
^T o The Tim berpile. 


3: uefenu the femur rj sQuarze 

Warrior ^ 


even though the flare's glow 

glues away your position, hopefully, you can dodge and weave through the crowd, avoiding Archer Are \ 
from atop the central tower and sword slashes from Warriors as you run by. If they spot you, the Scout Is 
most adept at rolling out of combat. 


for the upcoming battle, you want to 
switch to the Warrior If you can. You 
must defend most of the forum area 
In the allotted time limit, it won't be 
easy because enemies pour out of 
the nearby basilica and the area is 
divided by a patch of ruins, so you 
have to spilt your attention to two 
areas at all times. 


The Warrior can brush back enemies with Whirlwind 5weep, and 
his superior blocking skills can come In handy ff you need to hold 
a little longer to complete the objective. 


Use fire Wall on one side 
of the forum, then run 
■'over to the other side 
and throw Lightning or 
Shockwave if enemies 
have penetrated deep 
'Into the circle, When fire 
Wall Is charged, hurl It and 
pipe over to the other 
'side. Repeat until the time limit ends. 


You probably did the Job 
getting here with the 
5cout, so he can take a 
breather. With so many 
enemies pouring In, your 
Cloak and Backstab are 
of limited effectiveness. 
Rely on batchel Bomb and 
Blasting Powder if you plan 
to fight It out. 


Warrior 


Run straight for the 
central tower with the 
ambush Archers atop, 
then veer right and run 
around the building and 
over the ruins. You'll spot 
a ballista ahead. If it's 
manned, it behooves you 
to stay Cloaked and move 
past it without detection. 
The pile of timber across 
the courtyard is your 
destination. When the 
timber ignites, you 
accomplish your objective. 


With all the Warrior's 
health, he's a strong 
candidate to carry the 
flare. The Warrior also can 
bust through enemies if 
he needs to put some 
space between sword 
blades and armor. 


j Stay back near the timber 
: Pile and pick off enemies 
best you can. Use Fire 
: Arrow as often as you 
' pn, and poison any group 
emerging from the basilica 
to slow their assault, if 
you need cover, the ruins 
6n the middle provide 
ffelatlve safety. 


11e fjrjge might go dcwri I 

quickly if hit, hut he can 

lieal, fils Bhleid is also 

clutch against the ambush gnraf!| 

Archers atop the tower. 

Fire Wall will clear the path ■JSS5$ 
ahead of you; stand inside -gQ*?- 
the flames if swarmed by . 
enemies and look for a 
chance to break toward the timber pile. 


HI AGE AIID WARRIOR. 

The U/ailrIoil.R ims PoinT aTThe Top of The circle, 
whIle The m age stays back. n ear_The Tim berpIle 

AEID LAVnCHES RANGED AttACRS. ThE HI AGE SHOULD 
ONLY STEP VI 1 WHEEL fHE UJARpjOI^riEEDS A HEAL. UJhtElI 

somEonE sups by I he WarrJqr* The IT! ace should 
^Target Theta immED lately To avoid problems. 




eraTive Play 


Several Gondoriau Archers line the central tower. Don’t stop too 
long below them or they will wipe you out, 


Cooperative Play 
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Rise of Sauron 


0 8ject\ue clean the BRir>ge 

<%> Mouth of Sauron 


osjectiue 4 : Rcjll t y Co the Battening Ram 

u <$> . _ 

UeFC, 't*. Mouth of Sauron iirirYiiiiiiiBiiBHM 


To roach the Condo.Ian 
fortress ririd bust i- its 
0:1:0. you 1 i' L _o. must 0 rr-r 
to 0 brirge ar.d 1 to '-cslNe 

dr fond e ■ ■ ? ■0 Gc nc la ■ ! |^R :v . M' l ^ Jj 

will ovrye 1.1 -.e but:er '0 ran [■ T mfe y -"--^P 1k ; ^ 

c v c 1 '■ a a yen, am ve. U a o y r ) u r rtf y. ^*4 j T jSraSk 

Lightning frequently, because 
the Mouth's version does 

even more damage as It arcs from opponent to opponent Drop Tire Walls when enemies collect around 
the battering ram, and the Mouth can even move Into melee with his Barad-dur Bury attach that slams 
normal enemies quickly. 


At the end of ire third objective. jLWtVf:- 
the Mouth of 5 au 1 _ on amives or 1 
the scene to help your cause. 

When you're ready, run toward 

the basilica and head down the 

stairs into the central chamber. lp^- ' ^ 

Poes will probably converge here. 

Destroy them with Barad-dur fury ■' ' ' 

or a fire Wall. The battering ram 

sits up the stairs on the other side of the chamber 


WEAPOns 

* Staff 
« LiGHTninc- 


DEsciyptfon 

"I” HE Iff G V f H OF- S A U HP' n I S 0 OJ I. i U. E O' t FF E R 111 A C, E-S, H F S m F L E E a 
aTTa r ks hre. vniQUE, nno his B aica n - d ^ ml Fury is Hctv-AJ.LV a 
rowr KMU STaff com no, CaIi. h a rov. mrl h !ml, full HRvnt of 
BAR^DdOilFvFO - ATI I) EVE t A 1'Tiil ns uiill fall. Of COURSE, : 
FI E STll,l MAS tur: AOVAnhvGb or o'hl Lien! AGES, i.i.MTh a FIrt 
Wall Thai cam hak m m victim tnt rniau At” chile hep a Heal , 
ThaT can reTurji Him To fvll si kjtigTh l v 11r 11 me decides To 
ch n 1^,1 1: i n To Th r m f r >s 1 01 h t a 1 h > c o rrt h a I . 


Warrior 


Once you clear the first 
wave of enemies, the 
battering ram will slowly 
start moving up the rise 
and then out over the 
bridge. There are several 
barricades blocking Its 
path. Burn them with 
Fire Wall and try to catch 
stray enemies In your fire 
circles. Continue to follow 
the battering ram up one 
side and then the other as 
you barrage the defenders 
with Lightning, When you 
reach the gate and no 
Gondohan stands, the 
objective is complete. 


SPECiAL ABiLlfiES 

* Heal 

■ B arad-dur_Fury 

■ FI re UJall 


Lead the charge and stay out In front of the battering ram. 

Your fire attacks can burn down the barricades. If you meet the 
large groups and take them down quickly, the battering ram will 
roll along. At the end of the bridge, after you smash the last 
enemy, the battering ram crashes into the gates to finish off 
the objective. 


If you choose not to 
go with the Mouth of 
Bauron, the Bcout wifi 
reach the battering ram 
unscathed. At full charge, 
you have enough energy 
for your Cloak to take 
you the entire run to the 
battering ram. 


Bear any stray enemies 
with Lightning or Fire Wall 
heal If you must, and 
make the short run to 
the battering ram to fulfill 
the objective. 


pu have the same plan 
55 the Mouth of Bauron, 
Bicept no Jumping Into 
nielee combat for you. 

Use a heal whenever you 
or nearby allies are Injured 
Jin the chaos. 


ITTovTh of Savroii 

AriD Warjuor 

UmiKE fn solo play. The UMigdoJCDOESn't lead 
The charge iifheh TEArninc up ujiTh The UfovTH 
of SAuRcm, Let The JTIovTh do most of The 

DEStRuction, f HE UJAKKiORG [Oft IS TO KJLL EIIEMiES 

AKOvno The DAt+EPjno R^m form deferd The 

movTH FROM All Y AITACK, ESPECI ALLY THOSE SHERRY 

eheitfy Scouts, i 


Warrior 


ITIovTh of SAVRpn 
AnD Warrior 

YOU CAH PROBABLY COURT THE FFV7 M I3EPLOF ELI ElTllES 

Tha+ wiLL oppose you on The short ruh To the 
BAttERjflG R/irn. Wi+H The fTloutH a tip a Warrior* 
They have no pica veil, The IUarriorphould focus on 
keepthg in emirs on The mou+H of Saurofl uhless 
^The FiIouTh ufrtnTs iTThaT u/ay! jf 


Follow the path through 
the basilica to the 
battering ram on the far 
side. Any enemy that 
comes between you and 
your objective gets a 
chunk of steel In the neck. 


Trail the battering ram and 
'■Push up along the sides 
(ten you see a clear path, 
'fouuiant to get good 
™gles on approaching 
tunnies and clip them 
PP Mutti-Arrow and 
raison Arrow. Bave your 
Pe Arrows for the barricades. 


hx>9 fevm j - ouac* 




Y'' 


The Mouth of SauroiYs fully charged Lightning attack deals a smail amount of damage to 
the first target and then increases damage to each enemy it arcs. Use it against a group for 
maximum damage! 


CooPERAtivE Play 


Cooperative Play 
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Rise of Sauron 


aB3&ct\u& 6z kill fuuamxrz 

Mouth of Sauron 


Sauron has ashed you to dispose of 
the current lord of Osglilath, Faramir. 
First you must battle through some 
more Qondorlans In the fortress 
courtyard. Fire Walls and Barad-dur 
fury wifi do the trick. Look for the 
ruined staircase on your left. Battle 
up that to reach Faramir on the 
platform above. 


Faramir can prove deadly 
if you fet him get in dose; 
he has a tendency to 
hit for multiple combos, 
and he hits hard. Move 
around him In a circle. 
Drop Fire Wall at his feet, 
or between you and him 
if he's charging at you, 
and hammer him with 
Lightning while recharging 
your other spells. Brush 
him bach with Barad-dur 
Fury, but don't think you 
can go toe to toe with him 
In a melee competition. 
Whenever you're 
wounded, move away and 
heal. Eventually, the once- 
mlghty Warrior will die. 


Warrior 


Think you can la?se on a 

Wor i or j j a t a a g : j c :d or ¥ W ■. 

better than you? You'll 
have to be at the top 
of your game to out- 
combo h m. Bloch often 
when he winds up, and 
counterattack ft you can, 

Don't try Flame of fury 

unless you are absolutely sure It's going to land, though Whirlwfr 
Bweep can bach Faramir off while you come up with a new plan. 


LEGEND 


Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Saruman 


Don't try to fight him 
directly. Go in Cloaked and 
try for an ambush, throw 
batchel Bombs at him, 
or catch him off guard 
with Blasting Powder. Do 
what you can to survive 
and damage him. When 
you get In trouble. Cloak 
and come at him from a 
different angle. 


follow the same course 
as the Mouth of 5auron, 
though you had better 
hope you have enough 
extra lives to withstand a 
couple of deadly assaults 
from faramir. 


With Minas Tirlth under siege, 
your first objective Is to capture 
the Courtyard on the level 
above your staring point. Let 
the hulking Troll and your Ore 
allies trudge up the stairs in 
front of you first. The stairs lead 
to an opening 50 feet from the 
capture point. 


ffloufH of Savr£>ii aiid IHage 

tuiiCE AS 1IUJCH HLMLinG SHOULD Ol/tLASt FttRfimiR^S HEFtY D AID AGE, T H E UlOUtH tAKES THE OFFEnSIVE, 

while The iff age concEntRAtEs on heal! no a no Throw! hg a Fire UJall oftce In a while, AfTeica 
^minvTE orTwq, yovrfIre hhd LiGHTninc will Down The wovld-be RVLEicor OscuiaTh, a 




Cooperative Play 
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Warrior 


The Troll will do the heavy 
fighting. Support with 
Lightning and Fire Walls 
to burn any enemies 
lingering In the capture 
area. As the Troll and your 
Ore allies battle at the far 
end of the Courtyard, step 
Into the near side of the 
capture circle and begin to 
flip It. If the meter pauses, 
you know an enemy has 
entered the circle. Figure 
out which enemy that 
Is, and remove him with 
your ranged attacks. With 
a little persistence, the 
Courtyard will be yours. 


Fight side by side with the 
Troll, Just don't get In his 
way. 5eize the capture 
area by brute strength. 
Cut down the regular 
Gondorians with combos, 
and if a Captain shows up, 
flame up your5word. 


flo sense In getting 
yourself dirty. Let the Troll 
run point as you sit on the 
capture area Cloaked. If 
the enemy doesn't think 
the capture point is In 
danger, they'll concentrate 
on the Troll and allow you 
to flip it unopposed. 


Archer 


Follow the same plan as 
the Mage. Support the 
Troll with Fire Arrows to 
disrupt enemies trying 
to gang up on It. Poison 
Arrow will slow any 
enemies heading your 
direction, while Multi- 
Arrow can silence multiple 
guards In the capture circle, 


Wage aiid Archer, 

YOU ALREADY HAVE A GRpURD FORCE UJTtH THE Tr£>LL 
Ann Or_C ALLIES. SPLEt out to EltHERjdDE Ffl THE 
Courtyard Ann y it load u/itH yourrafeged attacks 

on tHE LARGEST EnEUtY GROUPS, \f An EHEETIY GOES 
AFtER_tHE 1"RPLL, piCK_tHEm OFF ORADD DAITIAGE 

so They go Down faster OrrcE The Courtyard is 
clear, you boTh sTef into The capTurf circle ahd 
coin fleTe The objective In a mAt+EROF moniEnfs.j 


Troll, together your fire 

and the Troll's massive paws will sweep aside any enemies on the long walkway. 


(shea «c j ‘0'izw p 






If the first Troll dies in m assault, waft for a few minutes and 
another will spawn near the starting area to assist you. 






Cooperative Play 


m age aiid Archer 

Each kauged expert picks a side of The walkway. Advahce slowly bei-iihd The I^roll aud continuE 
to Lit LOOSE PRp-f ECti LES. 1"HE AHIOUnt OF AREA-EFFECt COVERAGE WILL BLAH Kft tHE EnEUTY ATTACK, 
ContrnvE The barjvjoe vnflL The Cnpwn rests on your.bacr 


oBaectfoe 5: 

wpUverz ttee cRocora to the nazgu L <x>C<> 00 <X^^ 


Scout 


❖ the sacking op rafoas 


Rise of Sauron 

■ mv- 


Archer 


Warrior 


If It worked for the Mage, 
it should work for you, 

Aide the power of the 
1 Troll up to the arch, then 
use your special arrows 
to clear the corridor that 
leads to the Crown. 5ave 
a Multi-Arrow for when 
pu enter the Crown 
l room, pop anything that moves and then grab the Crown. 


Work with the Troll and 
bounce from enemy 
group to enemy group 
as you slowly cut 
through the resistance. 

If you're patient, you can 
systematically remove 
the threats and walk up to 
the Crown. 


The 5cout can get the 
Crown to your fiazgul 
boss the quickest and 
with the least amount 
of hassle. Recharge In 
the Crown room and 
Cloak with full energy. 

While invisible, exit 
the chamber out the 
far passage and turn right. A barricade blocks the 
stairway leading toward the rendezvous point. Toss 
a Satchel Bomb to burn It to a crisp. 


Enter the arch at the 
end of the walkway and 
deal with the enemies 
Inside, The Condorians are 
outmatched. They have 
to squeeze down a tight 
corridor to get at you, and 
one Fire Wall swallows the 
floor wall to wall, At th\e 
end of the corridor, the 
Crown rests on a dais In 
5natch It to fulfill the second objective. 


Scout 


Ho fighting is involved for 
the 5cout, unless your 
Cloak fails you. Pass by 
the enemies invisibly and 
nab the Crown. If you 
want to go the stealth 
route for this and the 
next objective, the 5cout 
actually becomes the top 


class. 
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Rise of Sauron 


^ ' v . -v You may have to rest 

■ here, or cut down a few 
I enemies as you recharge. 
When your energy meter 

M | is at least half full, Cloak 

again and descend the 
stairs. Pass by all the 
■ guards and turn left up 
HES the next set of stairs. At 
\ the top of the rise, you'll 

4 w-e4 :-:“^F=T:see the MazgQI with its I ell 
Beast. Deliver the Crown Into the Mazguf's bony hands and you 
complete another objective. 


Archer 


Lightning and Fire Wall will 
blast through the enemies 
{and barricade) to reach 
the starrs, If you get low 
on health, Heal and make 
a run for the hazgul. 


Run through the room to 
the secret door as quickly 
as you can. Only draw 
your arrows If you have 
to remove a threat to 
complete the objective. 


Heal up near the haz 9 DI ' 
l^n move inside. Throw 
p| fa Wall Into the middle 
room and run 
trough It as a defensive 
[precaution. Lightning can 
.^[e any enemy still 
I|j 5 lng you a problem. 


Archer 


Take It slow and pick off 
enemies from atop the 
stairs, fire Arrow can clear 
a path, and if you feel the 
enemies are growing too 
quickly, strike the largest 
group with a Poison Arrow 
and try to out-race them 
to the Mazgul. 


Warrior 


Scovf AIID WARRIOR. 

Continue w heK t you left off before. The Scout car reach The secret doorEr vIsIbly 
^qr tuRri MROuno hhd assist The Warrior if eiieehies dec joe To forjti a blockade. A 


With a goodly amount of L 
health and the ability to 
build up to a sprint quickly, ^ 
the Warrior can reach the '*§! 
hazgui q u ickly, too. A jab : jjS 
with any fire attack burns O 
the barricade, and a few t r H 
Sword swings may be 
necessary as you climb 
the steps to your MazgQi master, 


h;■ j w :''at y o ... ve Ioopcd buck 

ram. Follow your Ore allies, V jSf - 

and hopefully a Troll, as thev ® Vv ^ 

9 ’ ‘ r T*--~w FW 4 • *f ; r ' r J "'' l 

charge against the Qondorians 
surrounding the battering ram. 

Lend aid with fire Walls, Lightning, and heals when you see the green plus sign floating above allies' heads, 


Scout AnD Warrior 

tHE U?ARRjQRGOE5 FiR^T AF1D CHOPS tHRpUGH EH EMI I ES OUtSlDE til E CRpWn ROOR HUD BURJ1S DO.Um 

The barricade unfn his fire Sujorp. The Scout Cloaks Anp CARRjts The Cr<pwn safely, WHEn a 

^LARGE CROUP ATTACKS, f HE W A RpJ ORE n G AGES AnD 'I HE SCOUl SLIPS BY TO CflUTlLY PELIVERTHE GOODS 


4: uall$ at the storiRs 

Scout 


Archer 


Your strategy is the same 
as the Hage's, You don't 
have healing, but you 
can make that up by 
dealing extra damage to 
offending enemies. 5ave 
your Fire Arrows for the 
barricades and you'll make 
quick progress. 


This one is another easy travel 
objective. Run through the 
doorway near the Mazgul. Dart 
across the Inner chamber and 
a secret door opens on the far 
side of the room to bring you 
back to the starting area. Just 
like that you've completed the 
fourth objective. 


pwlth previous battering ' -*----—-— —-r 

^challenges, you must destroy the barricades blocking its path 
that it can roll forward, fire Wall does this and more, as It may 
a few enemies as It flares out. Continue to support with 
Stoning and heal until youVe burned a path for the battering 
I* 1 to knock in the doors to the city's top- most level. 5aruman 
pill Join you here, and you've completed the fifth objective. 


Warrior 


j. L:., k! - T jpa Y.I — ^ 

doors. It won't matter how low you get on health if you complete 


Warrior 


The Warrior won't have any problems with the short run, 
either, he's also well equipped If a few enemies show up 
Inside and a little melee combat takes place. 


Cooperative Play 


Cooperative Play 
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Rise of Sauron 


the objective; Baruman arrives and he's at full health to begin the 
newt objective. 


Warrior 


/yain, range Is key In ft W * I ■■ X^h^M 

IB.light Stay near the g fj: |J |PPi| M 
perimeter so 11'5 harder for 

flrrow and Poison Arrow on $ f - 
defense while waiting for ^ 
fire Arrow to recharge, 

then launch the Fire Arrow again. Keep at It until the White Tree 
(ferns to the ground. 


You will have heavy battle itjBFwKl 
duty on this objective. 

Cut through the guards 

to reach the tree and 

ignite It with a fire attach, ; J 

Move around the fountain 

constantly to avoid a 

swarm situation. Beveraf 

strikes against the White 

Tree should complete the objective for you 


Mage aiid Warrior 

f HE IT! ACE H AELDLES THE BARRICADES WifH Fidf UJalL 

Arm Heals FKpra The rear, fat UMrriorwalks 

AHEAD OF The RATTERjnG KAm ADD SWEEPS ASIDE 

poTejiTi al Threats* Ohce you quell The MrsT wave 
of EHEmiES, The biggest d auger id ay be oETTrnc Run 
^ Overby The baTTer] no KAm. 


5tick very dose to the 
battering ram and slice 
through enemies that try 
to impede It. If it's just a 
single foe, Cloak and go 
for the Backstab. 


Weapors 

* STaff 

* LiGHTnino 

Special ABiLitips 

* Heal 

- tsEHGARP Blast 

* FIre Ball 


. DESCRjpf ion 

S ar} ;. in a n rn A v R.r secure G ah n a i. r wrtH o n e m a f o R D t r r r. re n c e ; 

8ft He has The polnifiAi To or mi. uiorj m-uriAGE, UJhere G ah dale 
B ft Ann niMGLS ill GLnERAl. CAR HA Rin IlTULtl t 3 L E FOES WITH THEFr 
HB ft area-effect fla mis. SarupiaiTs Fire Ball has a TighTerf i re no 
a rc a rr d erj/pTs tor mo rf. i >, imnCE If. you sTrj ke VourTa re ■ s.l ■ 

Hfl] His Tsetigarp Blast matches Car dale's You Shall FloT Pass! ability, art? whett he 
Ryf, loses health, a Heal car drIelg Him backup To full* Also, If hi; perforuis m elee 
attacks a no LAuncwEs a Fere: Ball, it will Target The persoh hi : was aTTackittg. 


SARyiimn AnD Mage 

Double h r a l i n g keeps you healThTerThati if you were play! no solo, ard TwicE The f i re povu er m e a ns 
The White Tree burtis ThaT much faster A Shockwave ard Isergarp Blast T imED TogeTheruhll gSve 
you lots or space To load up bew attacks* . 


oeaectioe 7: capturze the tb^ooe Room 

C&jV* SARUMAN ,, m t ‘flaMM 


You have one final 
objective to go: Seize 
Minas Tilth's Throne 
Room, The strongest of 
Minas Tlrfth's defenders, 
several Captains, hold the 
area; it won't be easy. 


up the 5tBK Th cad up ^ ^ ^ ^ . ^ ^ 

to the open courtyard atop Minas Tirjth. The White Tree grows near the fountain In the center 


Let some of your Ore 
allies press Into the 
Throne Room ahead of 
you, Once they engage, 
begin heaving Fire Bails 
at the Captains to blast 
them back and inflict 
heavy damage, Lightning, 


Tire Balls at range. Even if all the Captains haven't fallen, you win 
if you control the capture point and flip the flag, 


Warrior 


You'll head in with the 
Ore charge to seize the 
capture point. Whirlwind 
Sweep is best at knocking 
enemies out of the 
capture circle Don't 
necessarily go for kills; 
you Just want to hold the 
capture point long enough 
tor victory. 


There are hundreds of mm 

(jondorlans guarding the 
area! It's time for some fancy 
footwork as you toss fire Bali 
after Tire Ball at the White c. 

Tree. Once you get the tree 

burning, it will take four or five 

Fire Ball hits to char it to the 

ground. Continue avoiding Ji A 

Gondorian groups, using your . . s _ 

Lightning and Isengard Blast to keep them at bay. 


Mo doubt you will have 
to heal a few times In 
this fight. With so many 
troops, it's difficult to 
approach the tree for long. 
Luckily, you can arc your 
fire Wall several times to 
destroy the White Tree 


a nd even an Isengard 
j; once you reach the 
capture circle, adds to the 
pmage total, If more than 
CI *e enemy attacks you, 
H a rurririn has the option 
Pretreating back out the 
l°nly door to assault with 






Cooperative Play 


Cooperative Play 


SARVMAn 


Sarunian is very powerful against single enemies, lie lias a high-damage l ire hall 
and his Lightning does much more damage to one target when charged. 
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Scout 


The 5eout can lend a 
Backstab or two to the 
cause, Even better, Cloak 
and enter the capture 
circle. Watch the capture 
meter, If it freezes, look 
for an enemy inside the 
circle and eliminate him or 
drive him back outside the 
circle. Keep at this until you flip the flag. 


Mage 

You can die very quickly 
at the hands of one of 
the tjondorian Captains. 

Rather than face that end, 
stay near the doorway and 
throw your ranged attacks 
Into the room. Retreat out 
onto the grass and open 
space If enemies come 
after you. It will take a while because you're probably going to 
have to kill all the Captains to finally enter the Throne Room and 
stand In the capture area long enough to gain control, 


SARymAn aad WARRioiv 

VJUiTH 4 BODYGUARD, SttRymAH Is FREE To ACt JTlOR L AGGRESSIVELY AF1D PLOW THROUGH THE Efl EJTIY In EVER 
LESS Tim E. mTERDAtiVELY, $ARyjfl ATI CAIT StAFlD fl EA R_TH E DOORWAY AtlD BOTlTBARP THE +HR0JIE RgiODl, 
iLE The VA/ARRiOREnTER5 The capTurje area An d Tries to hold it. The mioiitY cttY will fall— it s 
koniY a m aTTerof minutEs. 



tfi& Black pit op raoRfa ; 


Rise of Sauron 


tbe eLack pit op raoRfa 


LEGEND 


Start 


Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Objective 

Balrog 

Gimll 


ob oectloe i: naLl$ in the mines 


You begin at the Balrog Altar 
In the main chamber of Moria. 
Head north through the open 
passage, move along the ledge 
(without falling over the brlnkl), 
and climb one of the ladders 
on the far cliff waif , That's 
it; you've accomplished the 
first objective. 
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Rise of Sauron 


Archer 


Rather than fish bodily 
harm in the thick melee, 
throw some Satchel 
Bombs at first. When the 
crowd thins, you can enter 
the capture circle and 
pick off select enemies 
to gain control and win 
the objective. 


Vour time to shine as 
the Scout will come later 
in the level. The first 
battle Is a bit tougher for 
the Scout, so it's only 
recommended you start 
out with him if you want 
that challenge. 


Follow the same path as 
the Mage. The class you 
want to use In the second 
objective Is the class you'll 
want to select for this 
objective, too. 


TTIage AnD Archer 

t here's no fieed To ehTeic+he capture area until 

THE niACE'i Ano ARCHER^ ROUGED DA in AGE HAS 

obliterated The foes. You car eveh destroy 
R| l n force the nfs fro hi The iniTiAL RArnr- if you so 
choose. UJheei The EriEniY sr.rms to have i.iTTie fIghT 

LEFT. Run DGUm ALID FLiPtHE FLAG WttH RAHCED 

I^aTTacrs aT The rfady. gk 


Warrior 


There's no fighting In this 
first objective. Take it nice 
and easy so you don't fall 
over the ledge and waste 
a life. 


m age AnD Archer 

If DOESn’T mATTER. WHICH PAIR] no to StARt WITH 
on This first ORfEctivE. It's in prefaR ation fotv 
OB jECtiVE 2, 


There are two attack plans for the 5 tone bearer Warrior. Plan A: 
bend in the bcout on an assassination attempt. Cloak and run 
down the ramp that the Gondorian reinforcements used and up 
the ledge to your left. At the top of the rise, an archway leads 
into an open cavern. The btonebearer Warrior and his Gondorian 
henchmen are there. 


^ l ^ Prom the plateau you H 

just reached with the 

WSKm? Mage, the capture area 

lies down a ramp to your r C 

8^V ^Syr - left. Let your allies move 

Em 2 EPsLY- down, and engage first. 

Watch for where I l ie 
on cm es gather and arc J PpS &jj 

* ■' a F rc Wa I C o w ri <) r i to p o I 
' ? ^ iS |PP ! them. When you aren't burning jj 

them out, fire Lightning down Into f Ippfci uaBMgB 
their midst. As the Gondorians thin, 
move down and stand in the circle. As 

you start to flip the flag, concentrate your Fire Wall on the second ramp to your 
right, where Gondorian reinforcements will arrive. A continuous assault of Fire Wall 
and Lightning, plus a Shockwave if necessary, will keep the reinforcements back and 
capture the objective for you. 


5 ta y 1 ng C loa ked, ci rd e th e 
perimeter and avoid all the men. 
«j|j§wF Come In from behind the 5 tone bearer 
Warrior hopefully one of your allies has 
drawn his attention. If he's not moving 
around quickly, it's much easier to line up 
the Backstafa. If you catch him with your deadly 
attack, you end the objective with a single stroke. 


Plan B starts out with the Mage. The bcout is an excellent option; however. If you miss, the 
5tonebearer Warrior may make mincemeat out of the bcout. If you go In with the Mage, you can 
play it safer. Line the cavern with Fire Walls, especially between you and the btonebearer Warrior, 
and you'll force him to attack you through the ffames and take serious damage. Lightning adds to 
his wounds. When he nears, use bhockwave and then repeat the process until he's dead. 


Warrior 


Archer 


Lead the rush with your 

allies to sei,:C the capture 

area, btrlng some melee 

combos together to gain 

energy, then turn that 

energy loose with your Are 

5word attacks. Whirlwind Bp£9 

Sweep will drive the 

Gondorian reinforcements 

back and hold the circle for your side. 


Try the same attack plan 
as the Mage, Rely on 
Fire Arrow to break up 
the enemy groups and 
Multi-Arrow to Increase 
casualties. When the 
reinforcements arrive, 
Poison Arrow wlli slow 
them down and allow your 
allies to gang up on threats. 


Archer 


You don't have quite the 
area-effect damage as the 
Mage. It will take longer, 
but you still want to follow 
the Mage's attack strategy 




Tiiere are several locations around the mines where you 
can play a Troll, Take advantage of the Giants, who can do 
tremendous damage to the much smaller Gondorian enemies, 
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Warrior 


objective 5^: lining the stone to the oLtarz 


The toughest approach 
is the Warrior's straight- 
on combat. Qo Sword 
to Sword with the 
Stone bearer Warrior, 
and look for every 
opportunity to punish him 
from the flank or back. 
Remember to block often 
and counterattack. 


ScOVt AIID IIlAGE 

CornuiriE plans aud B riLprn solo flay. The Scow 
goes Err Cloaked and attempts a BacksTab. The 
Mage sTaiids by ready to Heal ahl> drop FiRf Walls 

FORSUPPQRj DAMAGE. OlEE OF THE tllJO APPROACHES - 
^ will, SLAY tHE STOHEBEAKEK WARjdpR 


Cloak and descend the stairs 
that lead from the 5 tone bearer's 
chamber to the central chamber 
where you started. Avoid the 
Oondonans and srmply run the 
Balrog Stone back to the altar. 


oBjectiue 4 : cxcQnuze the Bolrzog stone unv> 


kill so gonoorzicxns 

Warrior 


Archer 


Warrior 


When Lhe Stonebe : jrer 
Wari'ic:' dies, he drops 
the Ba mm oc Stone nearby. 

Pick it up to fulfill the first • 

half of this o b r;cLIvc Tlie *,; • * 

Balrog Stone gives an extra KS|Kh^L ’ rTAt.-^ 

oom p h to yo u r a ttacks r ? » ; «SV *%&*&&*:& s - ■- ~ 

blasting out a wall of fire 

around you. The area-effect killing power of the Stone makes melee classes absolutely formidable, and 
the Warrior will dispatch ZO Condorlans very quickly to finish the second half of the objective. 


Twang Fire Arrow and 
Poison Arrow at enemies 
that converge on you. 
Continue forward from the 
S to n e bea re r cha m ber until 
you reach the Balrog Altar 
with the Stone, 


You won't have invisibility 
,§c : ing for you, so the 
Warrior Will have to smash 
,jnd blast his way through 
Bie'Qondorians flocking 
ground the altar. When you 
see an opening, make a 
dash to deliver the Stone. 


Archer 


Carry the Stone and Heal 
.any time you sustain 
damage, fire Wall can 
Jcpen up a large hole in 
lhe defense; when you 
see the altar, run for It to 
;$riiplete the objective. 


ScovT aiid Warjuoic 

Ideally, The Scout has The STone Ann Cloaks 
hi in self. If so. The Ud a rriorsh o u l d keep tace with 
The in visible Scovt add hack. AnYtHinc That gets 
BE+WEEn The Scout Ano The alTar If not, The 
FAERjrtG HAS SOME BAttLinOtO DO BEFORE REACH tflG 

^ Th e alTar, a 


With the power of the 
Balrog Stone, the Scout 
has little to fear In melee 
combat. The Qondorians 
will come to you in the 
Stonebearer chamber. 

Walt for them to arrive and 
obllterate appropriateIy. 


Multi-Arrow notches three 
kills; Fire Arrow may, as 
well. And your single arrow 
shots will steadily break 
the klii total to 50. Move 
around to avoid damage 
and you'll be line. 


oBaecttoe 6 : oestxzoy Bairn's CoraB 


Your standard attack 
practices work fine 
against the Condonans. 
If you find the Condorian 
reinforcements slow 
to arrive, you can kill 
Gondorlans anywhere on 
the level to earn the ZO 
kills need to complete 
the objective. 


WARJVOICAnD Scovt 

U7 high everof The Two has The Balrog STone 
should Tare on The large efte my groups with nis 
a v g in e nt ed Balrpg STohe power The oTeiershould 
tAKE OUT AnCLLLARY FOES AIID LEND SUPPORT in THE 
UN LtKJELY EVEN! tHlVl E H EM i ES GET THE DROP On THE 
fcv StO n E C A Rid E R i M 


You're back at Salih's Tomb, gS SSJkf- afej? 
only this time you want to 1 
destroy It Instead of protect : - 1 _ 

It, A large Troll sits near the , ■ >" 

Balrog Altar, and there's no 
bigger body you'd rather 
have in the coming brawl, 

Control the Troll and lumber C , 

over to the tomb doors. 

Bmash them in and then have at the Gondorlan guards inside, 


i b»£2b 


Cooperative Play 


,.So|T-,iOiaTKN*PRiM'l5 H lilt I" 


j Cooperative Play 
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Rise of Sauron 




The Troll can smack 
around loads of enemies 
with Its long reach. It 
can also grab and throw 
enemies, though you 
won't need to do that as 
much in here when you 
can just sweep enemies 


Warrior 


Warrior 


Ride the wave of your 

a Iies as tfiey press u|•> I : ^ 

the steps toward the 
5tonebearer Mage. Let 
:.”e froih hash him around 
il they can, while you 
maneuver around the 
pillars lor your best shot at 
the Mage. When his Shield mmu 

goes up, he can't attack, Charge In and keep him off balance. 
A continuous assault will do the trick. 


If you can make It to the 

ballista, It may speed up 

the fight; however, there Si'- 1 

are many bodies in an Epp^liPl 

enclosed space, so you 

might end up In melee, 

like it or not. You can 

also destroy the tomb 

effectively with Flame of Fury or hire Strike 


Its kill or be killed time. 

may use fire Wail and Lightning, but your double fists will out- 
jjam age him If others don't Join in. 


aside. Bash the pestering 
enemies out of your sight 
then hammer down on the 
tomb. With the Troll's great 
strength, it only take two 
or three hits to destroy 
Baiin's Tomb. 


Toss Fire Wall around 
and Lightning to dispatch 
survivors of your flames. 
Bhockwave deals the most 
damage to the tomb. 
Continue alternating your 
attacks on It until Baiin's 
Tomb is no more, 


Scout A n D TrOLL 

The Scout releases The Troll fflotti The prjsor. 

The TppLL m A RAISES UP THE STAIRS ACTD POV U DS 

The Goncofdftns, The ScqvT cad probably reach 
The STonEBEAtcER.m ace fora BacksTab while 
The JTIage Is busy defect nine hihiself agaictsT The 
rnAmrnotH Trpli. 


Cloak and enter the tomb 
unseen. Walk along the 
left wall and up the stairs 
to the balcony with the 
ballfsta. Sackstabany 
guard milling about the 
ballista, man the heavy 
weapon, and launch a 
few explosive bolts at the 
tomb. It won't last long, 


' Fire Wall, when to erect 

i your Shield, and when to strike him down with Lightning. To really 
throw him off his game, jump next to him and Bhockwave. 


"Troll aud ITTage 

"The Tflpll cact do It all on its owrt. The ITIage 
Assists witH heal! no Ann sodie support da m age. 
WhileThe Troll povnos on The To jttr, rJitg ITwITh 
tek a Firi Wall forgood defejise, 23 


8: acQuirze the secooD BaLRog s tone 

Scout, Warrior, Mage, or Archer 

The Btonebearer Mage relinquishes the second Balrog 

Btone near his corpse. Pick it up and ready yourself for 

the second half of the objective: Kill 25 Condorians. Use 

the same attack principles as with the first Balrog 5tone pH 

in Objective 4. 


'War of the Ring" Mines of 

Morla. It's same here, and the Invisible 5cout should slip by everyone and open the prison with a pull of 

I the nearby lever. You now have Trolls fighting on your side. 

Follow the Trolls up the stairs to the bridge area where the Btonebearer 
Mage waits. Cloak and slink around the pillars until you see the Mage's 
exposed back. Pounce on him and complete the objective with a BacKsL 


Scout An d WarfJok 

iT does n’t riaTTerwhaT pairictc YOU HAVE forTh Is OBJECTIVE, SO LQT7G as you car hah due 
slaughter! itg 25 Con dorjacts TqgeTmer You do u/actTTo prepare, however forjiexT obJecTIve, 
it's a good Idea To use The Scout To grab The SToiie ahd The WatejoRAs bodyguard. 




If [he stoiusbearer Mage causes you difficulties, forget about 
damaging him. Knock him over the edge into one of Mona's many 
<ha sms instead. 


Cooperative Play 


ipsptSI 
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osjectiue 9; sizing tine stone to tbe aLton 


chamber where the altar 

fs located. Of course, you may need to slay a few more Gondorians to reach the 2b total from last ' 
objective, but that's okay. You must kill the 25 before you can return the Stone, so it doesn't matter If 
you do It earlier or later In the Journey. 


Warrior 


Archer 


Basically, the strategy Is 
the same for the Warrior 
as the Scout. Run to 
deposit the 5tone at the 
altar If you have ail 25 
Qondorlan kills. If not, 
bash some heads, then 
run the distance. 


lie follows his buddies. 
Run to return the 5tone If 
you already have the 25 
Gondorlan kills, 


As with the 5cout and 
Warrior, pick up whatever 
Gondorian kills you need 
along the way to the altar. 
When you see an opening 
through the defenses, 
take it and return the 
5tone as soon as you can. 


Scoot AI1D Warrior 

InvrslBLE orwTTh blades sHinfnc, you cah fulfill 

tHE OBJECTIVE HOUJEVERYQU LIKE. EASY ORCHARD, 

ErtHEi^mAKE ah all-out Ryn orTake If slow ard 
cvf Down The EnEmY RfststAncE. 


osjectine 10: kiLL gimlt 

A Balrog 


When you deliver the second w£/mF f j 

Balrog Stone, you resurrect the Wt aS uL JmmSm;: 

almighty Balrog Itself! You get 1 

to play with its. awesome power, 

whether it be reaping foes with 

your flame 5word or racing them 

with Breath of Morgoth. All that 

remains to win the day Is to kill 

one more foe: GimIL Balrog vs. 

Dwarf may seem like a mismatch, but he's a lot more difficult 
than appearances would suggest. 




Cooperative Play 







The Balrog's Valaraukar Smash is an area-effect attack that knocks all affected off their feet, 
follow up with a Trample Attack or Breath of MorgoLh to roast alive any who still breathe. 


the Balrog should fall, It'll be up to the Mage nekt, Throw Tire 
^|ll5 on top of Glmll, and use Shockwave when he charges you 
|,fel if necessary, and singe him with Lightning while your other 
l^llities recharge. You might not have the power of the Balrog, 
but you do have the power of the Mage, which Is enough to kill 
■Sfe Dwarven Lord. 


Because Glmll can hurt 
you so well In melee, your 
next approach should be 
with the Archer. Keep him 
at range with your attacks, 
and save Pi re Arrow 
to blast him backward 
whenever he reaches 
melee range. As with the 
Mage, continue your consistent damage to relieve him of M-orla 
once and for all. 

Warrior 

It'll be a real tussle as 
the Warrior and Glmll 
crack heads. A fire 5word 
against a fiery ake makes 
for some great fireworks, 
and the Warrior can 
come out on top If he 
blocks effectively and 
counterattacks with style 
and force. 


❖ 


tbe eLack pit op raoma 


First, remove some of 
the extraneous threats. 
Sweep aside the nearby 
Gondorian 5 with your 
Flame 5word or Valaraukar 
Smash. Track Gimli's 
movements; he can 
only damage you a lot 
In melee, he will throw 
Satchel Bombs at you. 


BALRPG AIID fflAGE 

*Fhe m age hafigs out BEHinu The Balrog Anu Heals 
WH E n EVERJ1EC ESS ARY* tHE BALRPG DOES tHE REST. 
GirnLi would be sm&Kf to go afTerThe HI age fIrsT. 
If he Tries ThIs, use Shockwave to push Him away 
atid Theh reTreaT so ThaT GImLi must PASS Through 
Balrog attacks to reach you aga in. ITIi stakes 
lire THAI will EUD The Dwart's hold on ITJoria 
In minufES. 


Rise of Sauron 

LQiLU! 


Archer 


DESCRjpTion 

“friE Bane of HIorIa rf/Turiis for.a remaTch. Oner 
Thought destroyed by Gan d alt add corn pan y, 

The Balrog has arIseh to reTakx JIIorja witu The 
forces or SAURpn. Its huge FRjAmr causes most 
rn Emirs, problems, Forced To gfT in close To deal 

DAMAGE, EnEUllES OPEI1 THEMSELVES To THE BaLROG’s 
DEADLY Fla in E SU/QRP ATID m ass tv fj.y POWERFUL 
B RE A T HOF m O RG Ot H, W ITHOUT G A Yi D A LF , W M At H O E 1 E 
do The fortes of good have? 


tut your abilities will 
dominate him If that's all 
he can do against you. 

% long as you avoid his 
l-tongbeard Found attack, 
you will bring him down 
[ihrough a series of nasty 
, burnlncp and smashlngs. 

Mage 


UJEArons 

Flaitie Sword 


Special Abilities 

* tRATUPLE ATTACK 

* BREAtH OF mORGOtH 
ValailAVKArSihash 
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LEGEND 

0 Start 0 Objective 2 0 Objective 4 Q Aragorn 

0 Objective 1 0 Objective 3 0 Sam man 



Rise of Sauron 


You begin on a short hilt 
amidst a tremendous 

battle around Weather top/ 'jjfc -T 

Gondorians swarm the open 
plains. Ents charge out from 
the enemy strongholds, 

Eagles dive out of the shy 
and hunt for meals. Enemy ' 
catapults arc fiery death 

down on the unwary, factor In all these elements, and plan 
accordingly when you spot a threat. 


Even as the catapult 

rubble burns to the 

ground, turn to the 

northwest (to your ' 

right If you're facing the ii - 

destroyed catapult) and 

look up at the top of 

the hill. You should see 

a second catapult. It's 

heavily guarded, and 

there's not much room up 

there to maneuver, so play it safe and throw Eire Walls over the 
rocks and onto the catapult from down below to wipe It out. 


There are five 
emplacements to destroy 
for this first objective. The 
first two armory tents lie 
directly in front of you as 
you exit the starting hill. 
Gondorians guard the field 
around the tent. Don't 
approach too closely. 
Rather, keep launching 
Eire Walls to burn down 
the tents. 


Tte^lastefnplacement 

on this rise at the base 
of Amon 501. Dodge the 

Ent and Troll slugfest and look for the last supply tent around 
the corner. Two or three guards stand vigil; however, you'll have 
one Eire Wall on It before they notice, and a second should 
burn It down before the guards get hold of you. With all five 
emplacements destroyed, you complete the first objective. 


m JL 4 When the first two 

- emplacements are nothing 

gg^ J/ ■■ - but cinders, turn to your 

1: 1|SEh| dght and spot the other 

three emplacements on 
| T®/j the far side of the wide- 

open stretch of land Tread 

^^^^4HHH^Pu0C^i ca re fu 11 y through h ere. 

- Enemy Gondorians and 
Ents patrol constantly, and 

“Hemy Eagles swoop down out of the sky over this area. 


Archer 


.-The middle of the three 
Temalning emplacements 
'•turns out to be a catapult 
out on the field. Lob Eire 
fells on top of It; use 
Shockwave and Lightning 
on any enemies that 
BNlenge you. 


Eollow the same gameplan 
as the Mage. 5ave 
your Eire Arrows for the 
emplacements. Use 
Foison Arrow and Multi- 
Arrow on defense. 


TflWF 


All t lie stops are out on this battlefield I Besides the normal 
tiunddrians, you have to contend with Ents, Eagles, and even 
t aLipuit missiles everywhere you go. Keep your eyes high to watch 
for these threats. 
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Warrior 


Warrior fTTggE T§1 

|*e up your 5word and . Z 

charge in with the other 

0rc5 to take over the 

Joutpost. If you spot 

an Ent it's your job to 

take it down. Light up 

your 5word and set it on 

W then back up and 

let the fire spread. If it 

needs more encouragement to die, slice through its legs with 
Whirlwind 5weep. 


As the Warrior, you 
will have to touch the 
emplacements to burn 
them down. Prepare for 
lots of fighting, from 
Qondorian Grunts up to 
the towering Ents. Your 
fire attacks should go 
toward the emplacements, * 

Ents, and any group that surrounds you 


Use Satchel Bomb on mssBg^MjL r * 

the barricades to enable BHBl — 
access for your allies. 

Cloak and slip Into the 
capture circle. Btand there 
to flip the flag, and only 
break cover to slash and 
kick enemies out of the 
circle. Less than a minute 

later, the Outpost should fall to the forces of bauron 


The good news is you 
can Cloak and avoid a lot 
of the madness out In 

the field. The bad news 

is you still have Uj get 

relatively close to the 

emplacements to destroy : 

them. Lob two or three 
5atchel Bombs Into each, 

and use your other special abilities on enemies that pester you, 


UTage aiid Archer 

"The two RitncED expekJs Cfln destroy The EinpLftCEniEnts IwtcE ns fas+. UJitH so 
mvcii chaos go! no on, It f s ciFFrcvLt To AR+icirATE all Th keaTs, so protect I no 
OriE AilOfHERXAn BE DIFFICULT. JfYOV UJAFlf. YOU CAR SFLiT UP AND BURfl DOWI1 
fe* EmpLACEmEnts srmv/LTAnEOvsLY, A 


Mage aiid Archer 

AGAin H tHE ranged Teaiti deals umTh The battle Threats uuThovT having To engage in potentially 
leThal cqttibaT against m el ee brjjTes. Both cad desTrqy The barju cades, and roTh cafi drive The 
EREH1Y OUT OF The CAPTURE CiRCLE QUICKLY. 


3 : kill the Ro^yaL guarros 

S.\RUMAN wry- ■'!, 


arrows when they get close. : . Jr , 

Lightning and Fire Ball will be your best bets to bring them down. ™ mimmmex 

When you have the time, you can find sniper points around the 

base of Weathertop, such as the top of certain inclines, and bombard Royal Guards from up there. 


Compared with five •BBjggfc -vWr ^ 

emplacements, . Ljr^^ .. . 

capturing one control L ... ■ r ‘ ‘ " tB St i EgfcuJL 

po nt isn't too bad. The 
Outpost lies on the 

opposite end of the ;• •. 

battlefield from your 

starting area. It's a ~ m 

long Journey, filled with . . m 

constant danger; don't be surprised If you lose a life or two before you even reach the big battle 


Archer 


At the base of the 
Outpost's hill, lob a 
hire Wall onto the first 
barricade and let the 
enemies come to you 


FoHow P V : " ■ 

the same 

the Mage. j 

Fire Arrow F jj sPB gP^'' ^rj| B 

burns the 

barricades. JyL | 

Multi-Arrow 1 Eg 

works very jjjfj 

well In this |r ' &j|' 

battle; it h'Ah |; .. / ,: v k 

almost 0-C.Ci=.. ildr % 

always . ■ 7 • 

has three 

targets and will Intercept any enemies sneaking down the 
toward you. 


DESCRjPtion 

SARymAH MAY RESEOTBLE GaFIDALF W ITVI ONE ItlAfOlL_ 
DfFFERJEDCET Hr HAS THE i?6f EflTiAL TO DEAL Tfl O RE DAMAGE, 
UJhere Gardalf fino III ages in general car harm 

mVLtiPLE FOES WltH THEilKAREA-EFFECT FLAMES. SAR3/M All'S 

Fire Ball has a 1i g m T e r_ f i RJ n g arc afid erj/pTs for moke 
D ALT AGE IF YON S f R[ ICE YO V R t A RG Ef. HIS tSEnGARD BLAST 
III At CUES G A n D A L V' S Yo V SHALL FI OT P A S S 3 A EH LI tY . ARE? 

IU H F: FI H E LOS E S HEALTH, A H E A L C A R B RI n G H i M BAG K_ V P TO 

pull. Also, iF he pertorjus melee aTTack^ and lav itches a 
Fere Ball, it ui ] ll Target The pli^oii hl WAS aTTack!rg. 


Weapohs 

* STaff 

* LfGHTnfnCr 


SPECiAL ABiLiflES 

* Heal 

* Isergarp Blast 

* Hre Ball 


Usc L gi. f n : nq on ar iy 11 1 a I p 

make it through you; 1 roll u j'-JK/ R 
and Ore allies. Burn the 
nekt barricade after the 
first enemy wave fails. f -- 

With those barricades down, your allies can overrun the capture 
area with a little help, of course, from your Tire Wall and Lightning. 


Cooperative Play 


Saruman Is very powerful against single enemies. He lias a 
high-damage Fire Ball, and his Lightning does much more 
damage to one target when charged. 
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Rise of Sauron 


Circle the mountain and 
pick off one Royal Guard 
at a time. Avoid engaging 
two of them at once. 


bneak up to Weathertop i 

under the cover of 

your Cloak and go for a 

Backs tab. If you miss, 

it will be a challenging 

fight. Roll often to avoid 

major damage, and throw 

batchel Bombs to keep 

the enemies scrambling. It 

will take seemingly a hundred cuts to bring down Aragorn, 


Follow the same plan 
as 5aruman. As the 
Mage, you will have to 
supplement your damage 
a bit more with Lightning, 
and Heal after every hit 
against you. 


Arch kb 


If there are two nearby, ^ j 

wait for your allies to X' JM 

draw the attention of one 

before you throw your Fire Q '?- QO|| ■ 

Ball at the other. When a .G 
Royal Guard gets close, 

use Isengard Blast to repel him and find some safer ground. It will 
take a while to hill all six Royal Guards, but then only their leader, 
Aragorn, remains. 




The Archer offers the 
chance to deal with the 
Royal Guards at range. 
Otherwise, you'll have to 
take the Warrior and battle 
to their strengths. 


Mage and Archer 


you might starting thinking | 

It's going to be easy to go .</ |U, 

one on one with Aragorn . </ ) - 

prong. He's not alone. N ^ 

floated Scouts move on " ■#; 

f you as soon as you arrive. ufc t OG 

lull have to deal with ■ ^ ■ - y ' J ^ v v ‘ " 

L .foem with the concuss!ve 

kpower of your Fire Balls and Isengard Blast. Ileal Immediately If 
Hie enemy Scouts or Aragorn wound you. 


If you can't wield 
5a ru man's 5 ta ff, tra de 
It in for the bcout's 
Daggers. You don't want 
to fight a Royal Guard 


S ART/in ATI ADD Scovt 

If you cAn'T Kju_ The RpYAL Guarps wsTh ore 
approach, The other.will WORK, Sa rv rn a n can 
AttACICAGGRESSJVELY TO DRflVJU THE RdYAL Gv ARDS'! 
AttEntion, while Thc ScovT circles BEEiino foecThe 
Backs'! a b, You car Take on Two Roy a l Gvarps at 
^ oncE witii tuis pair] no, ■' jj 


Think of yourself as "Saruman Light" when you play the Mage. 
You'll do everything baruman would do, except you'll have to 
dodge a bit more and Heal like a fiend. The Archer can try to 
slay Aragorn and his Scouts at range, but It will only work If the 
Archer is adept at staying on the perimeter and skipping melee at 
all costs. 


head on, but you can 
Cloak and Back stab each 
one of them quietly 
and efficiently. 


Aragorn, the last c\,- ft jmjH / 

obstacie to you ’ 

claiming Weathertop, 
waits for you atop 

A'non bul C. mb ' Ro. ' 

path to the top and 

make sure all you . 

energy Is full before 
you step up into view, 

You should spot Aragorn In toe middle of the 
ruined courtyard before he notices you. Hurl a fire 
Bail at him, hopefully uprooting him so you can do 
some Lightning damage. When he rolls to his feet 
and charges after you, detonate Isengard Blast, 
and throw him back again. 


SARJ/lTIAn AIID IIlAGE 

The bhi^ge FFcom These Two will rpcic 
UJeaTherTqp. The m a g e serves mostly as a h l a Lino 

ALLY FOR.S ARjJTTl AFI, BVt HE CAtl CERjAlnLY REMOVE THE 
EnEinv Scouts from The equation, Too, Flo matter, 
how strong Aragorh ThInks His blade is, 1+w III be 
no match forjThe pouiekof Twin spells. jA 


5ta V on toe move to prevent any foe from getting behind you 
jpl 0rn will most likely hit you with Wave of Undead a few times, 
ways roll away from your enemies; move away and recover with 
j|M. Remember that you can strike Aragorn with melee, and 
[^subsequent Fire Bail will target him automatically. Keep up 
offensive onslaught and, eventually, the self-proclaimed king 
Pdle by your hands. 


arasg dsiiBi 

K 


Having trouble overthrowing Weathertop? Unleash the power of 
an Oliphaimt and trample your enemies into the ground. 


Cooperative Play 






wgm y • * 1 

• V m ■ 

j 1 

|WFTiL_ W : 

IJP^k ^ Bmm 




•• • • '• 
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JKjfcvif y “fi cl 
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Rise of Sauron 


The min of Rlvendeli begins near the Front Gate. You will meet 
the Elven defenders almost immediately as you rush forward with 
your allies. Toss Fire Walls In front of your allies and add Lightning 
Into the mto whenever possible. The first wave will fall quickly, as 
your allies are fresh. * ^ _., , • _, 

The second enemy wave will 
meet you on the long bridge 
halfway between the starting 
zone and the Front Gate. Be 
careful not to fall Into the river 
below. That's worse than getting 
stuck with an enemy sword. 


After you get through the bridge enemies, the final wave stretches from the tunnel in front of the 
capture area back to the Front Gate flag. There are a lot of enemies here. Including an Ent. Take 
out the Ent first with two fire Walls, and work with your allies to thin the enemy Elves. When you 
get In range of the capture circle, arc a FEre Wall into the circle and then rush In and let loose a 
Shockwave, Any enemies, even invisible Scouts, will be forced outer perish. After that, prevent 
them from coming back In to capture the Front Gate and complete the objective. 


You will not be able to slip 

goes out and Elves will 

begin doubling back on you In the capture area. YouYe better off 
fighting it out with your allies and only Cloaking to capture the 
area with fellow Ores, 


LEGEND 


Archer 

fellow the same tactics 
35 the Mage. Aim your 
fire Arrows at an enemy 
groups that target you. 
Eultl-Arrow can gut up 
to three of the enemies 
guarding the capture area, 


Objective 9 Q Legolas 
Sauron , 

Elrond Vy 


Objective 3 
Objective 4 
Objective 5 


Q Objective 6 
0 Objective 7 
0 Objective 8 


Objective 1 
Objective 2 


Warrior 

pip your allies a little 
f'more directly with a 
Jprd stroke here and 
there. Hove with them 
to take the bridge, then 
[ tunnel, and finally the 
^pture area inside the 
£OTen grounds. 


ITIage aiid Archer 

Stay back.A nn support your.allies as They advahce. 
You RRfttTGED D Am AGE WILL Hit THE [Tl TUUCE AS HARP 
aiid itiake prporjess That diuch easier. The ITIage 
ca ii Shield AGAinst The EnEiiiv Archers fieaicThe 
FroeiT Gate, while The Art: her.picks Theta orr ore 
B by on e, d 


caution 

Elven jpihers line the walkways above the tunnel near Lhe Front 
{Ale, KeLurn fire and remove the threat with ranged attackers or 
mill in ra movfng while yon seize control of the capture, area to 
avoid impalement. 


INTRODUCTION ♦ CHARACTERS & CLASSES • WAR Of THE RING 1 
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Rise of Sauron 


BOLl 

j t5l even the giant Troll 
gu'carry the torch on Its 
moulder. If you're thinking 
iLt doing the next 
Ibjectlve through battle, 
nvthe Troll. 




next bridge. The Troll's 

tremendous reach and potent blows hill the defenders in no time. Just don't let 
run up your bach. 


SCOVT AIID IXOLL 

This patrTug is for_The nEXf sTage, The Scout 
should pickup The Torch atid Ther Cloak, The 
Trpll prepares To eqgage The eeieijiy forces* 


Warrior and Mage 


Hay the other classes 
to their strengths if 
you go with them to 
bring the torch to the 
bombing zone. 


any get behind you and 


Archer and Scout 


there. A Shockwave also 

will remove threats inside the capture circle, and you always have 
Lightning as a finishing attach. 


The Archer attempts the y 
Terraces the same way c 
as the Mage. The Scout 
can go in Cloaked, though ^ 
there are many enemies 
and It's difficult to flip the 
Terrace through stealth. 


aBDectlue 4: T>el\ueiz the sfgiaaL fine 


Clo* can last the enure tun, 

so there's no need to battle any enemies. A few barricades wall 

off the tower. You can dodge the closer ones, but the one near the tower needs to be destroyed with 
a Satchel Bomb, With a path opened to the tower, plant the torch at the tower's base and run bach 
out of there so you're not caught In the blast 


There's no hiding with the Troll. You're going to charge into 
the enemy midst and start pounding, Sweep the Elven 
enemies aside with your mighty strokes as you continue 
forward. At about the halfway point two Ents will converge 
on you. Hit one of them from the side and then try to run 
behind the other one for a massive smash, keep them 
from hitting you with heavy blows from the front; they can 
kill you quickly if you slug it out head on. Once you get 
past the Ents, you'll make short work of the remaining 
Elves and the barricades before the tower. Plant the Signal 
Eire and complete the objective. 


Cloak and look for the Blgnal Eire near the 
Terrace. To complete the objective, run 
over to the torch and sling It on your bach, 






Cooperative Play 


RISE OF SAURON 













































































































Rise of Sauron 


Warrior 


Warrior 

ft5 yyith almost everything 
‘me Warrior does, you will 
jpe to each bookcase 
and K |i| all foes that seek 
t0 prevent your mission. 

Fire up your 5word when 
Ji near a bookcase and 
yghtlton fire. Repeat until 
t^e bookcase crumbles, 


The Mage will have to 
take It slow. YouTe better 
equipped to deal with the 
Ents; however there are 
many enemies, and one 
wrong move will see you 
dead. Make sure you have 
an open path to the tower 
If you plan on sprinting to 
the objective's end, 


This objective is much ^ 

more challenging as the IjfiHik 1|§hk 

Warrior. You'll have to 

slash through the El von 

d o fe n d e rs, ca re k j n o t to m 

get swarm eel, and save 

your fire attacks for the 

Ents. You are a bit more 

nimble than the Troll, so 

it's possible to run through many of the defenders to deposit 
the torch. 


HI age ahd Archer. 

STaYIFIG At RAT1GE WILL K£EP YOU flUVE LOHGE R_ 
DviUno tH is OBfECtiYE. If The HI age add Archeic 
both Throw a rahoed attach at a bookcase, IT 
burjis ALmo^t insTAnfiv. Repeat fchcall FOViCAn d 
fct YOlf'Rf Fint.SH.ED, 


tfien move to the next. When all four bookcases are destroyed, 
you complete the objective and manage to anger the lord of 
the house. 


Scovf aiid Troll 

Comb! he The two best approaches. The ScovT goes in viidercoverof Cloak, 
while The Irpli povnns Through defer ders as The Ideal di stRuction, If The 
^ Scout fails, The IXoll car tny To powetUh rough to fIrIsh The objective. 


between you and them as 

often as you can. Eventually, you'll Kill the regular Etven enemies, 
and It's just you and Elrond. 


Two whacks with a Eire 
Wall will burn a bookcase. 

Dodge enemies, use Shockwave often, and launch Eire Walls to turn the books to ash and erase the 
Elven history from memory. 


Archer and Warrior 


Archer 


expanding Fire Wall, whig, 
can be dropped at the 

edge of Elrond's Sphere and still reach him. The Warrior has to 
battle It out Sword to 5word. The trick to defeating Elrond is to 
combo him to death. If you can Keep stunning him and not let up, 
he won't be able to counterattack or heal with his Water Sphere. 


The Scout works well, j 

tor j . Cloak and re a ch 

the bookcases without f *> 

[ r :e enemy no being. 

brj'c. hel El' Us bum the 

bookcdscs. The cr.ly 

p! (. i y c u II h a v e i ‘ i gr|§H 

waiting for your Satchel I 

Bombs to recharge, beep i 111 . 11111 ^,*: 

on the move and Cloak 

whenever possible. Otherwise, the Elven enemies may put you 
down in the confined space. 


A different approach is to gg&m wm^ 
% to sneak up on Elrond 
to defeat him, Cloak 
■and shadow him until 
he engages another Ore 
iiiemy and you can stab 
him in the back. If Elrond I 
[only has his attention on 
Vou, it's nearly impossible K|pMH 
to get behind him. Don't 
go one on one with the 
Elven Lord unless that's your only option 


fire Arrow does the 
same for the bookcases 
that the Mage's Eire Wall 
did. Burn them down 
from range and avoid 
melee confrontations. 


[SiVEfc 
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Rise of Sauron 




An unexpected Throwing Axe can disrupt a River of Bruinen or 
Water Sphere and give the Warrior a new opportunity to beat the 
Eiven Lord. 


pEScruption 

piE most powerful figure on The l'vIl side Towers' over 
T>fE bwTTlef ii i ec Iraposino in tiizE like a nr. or Tri e Gi Ants, 
BIRO n FLCrl It'S AS WELL AS AVY WARRIOR. EXCEPT HE TIRADES 
I fl'ls U? O RP FG R f It A C E. W1 1 H H IS LO H C KF A CK, HEART OF 
ijjiko RA31 V soVL C OLLECfO 1CCA 0 0 L IIR> T AL . WHI LE tHE 
pREA" EFFECT rilCIUlORPOVrtP KJI OCRS DOW A A □ YOA E C A UGHT 

pftconf of if is Mace slam. The Dark Lord car power 
rtR roach The euHice side or good; fee's That vasTy I 


U/EAPOns 

* niACE 

* Thro wine Tlxe 


Wage ahd ScovT 

The Scout is most eFF iciEn+ fork.) LLinc. Elr£>hp ip 
HE C ATT REACH THE LlVETT Lord's BACK, The III AGE CA 
rn a re This ii ae peh by DRAwinG ELFtpno's AttEHtion, 
If THincs Don't go well on The rii^T AttEinrl, the 
m ag t ca n Heal to keep bo+h classes in The EicHt 
ah d gIve you The om»ORf unity to Try AGAin, 


Special AniLifiEs 

- Hear3‘ of Horror 

■ moRpoRPovno 

■ Soul Collector 


oBJect foe 7: oeUuerz the King of. cxirz 


When Elrond falls, he drops 
the Ring of Air. Pick It up, 
Cloak, and run back to the 
starting area. The imo5t 
direct route Is via the stairs 
at the south end of the 
palace Deliver the Ring of 
Air into Sauron's hands at 
the Front Cate, and your 
lord will be very pleased. 


ft jectiue 8: cupturze the rziuerz house 

A < t > Sauron tmm $^ rn r , »**»wr 


The all-powerful bauron Is now yours to 
commandl There's absolutely no reason 
to take anyone else for the rest of your 
assault on Rlvendell. Only If bauron falls In 
battle will you take any other class. 


3 auron Ismcredlblcata rca - e ffc c t d a ma g e • 

3end him up to the capture circle at the " mSU 

River House and drive out all the enemies. '- : v ' -‘ jr: -■■■■ " 

Mordor Found and haul Collector will claim many victims, and 
even bauron'5 standard Mace attacks tend to strike multiple foes 
within his giant reach, btand In the capture circle and sweep 
enemies away until the objective falls to the Dark Lord, 


Warrior 


Mage and Archer 


If you don't choose 
subtlety, the Warrior has 
the most health to run 
the Ring of Air to Sauron 
at the Front Cate. If an 
enemy Elf blocks your 
way, throw a shoulder into 
him at full sprint and send 
him tottering backward. 


Whether Mage or Archer, 
you may be able to run 
the Ring of Air to bauron 
without much Incident or 
you may have to carve 
a path to your master. If 
too many Elves show up, 
take It slow and use your 
ranged attacks to get 
to bauron. 


Archer and Warrior 


¥ The Archer and the Warrior 
I can also seize the River 
L house through their 
L standard tactics. Even 
I without bauron'5 help, 

I you can complete this 
objective and continue 
to the cataclysmic 
end battle. 


Without bauron, the 
ihjectlve will take more 

(me to flip, but you can aM 

ko It with the Mage. Rain 

f>wn Fire Walls In and 

pun d t h e capture circle, Wp: i 

N use b hock wave to 

Brush back anyone closing 

Pen you. When your Ore ^ 

[te arrive, you can finally claim the River Mouse. 


Scovt ajid Warrior 

YourfIrsT Two options in solo play are The safest choices To brjhg The Rjnc of AirTo 
Savrdii. Ir The Scout has it. The Wa^orprpTecTS The Cloaked Scovt. If The Warrior 
has it, The Scovt BacksTabs aity ehediy ahead ore n gages to provide a Distinction, Ann 
The WARFioRRyns The R]nc of AIrTo The FRont GaTe. 


Savroii AnD ITIage 

All The UIage has to do is stay back add Heal Savrdh If n ecessarx 
. A Fttrt Wall oRLiGHtnlnG blast won't hurt either 


-ccivtc* W 


SAVRon 


You may think Elrond is dead, but lie s not. Mu drops the Ring of Air 
while escaping, and you II lace him again in the final battle. 


Sauron can he damaged; however, he cannot be knocked down! Mi.s 
Soul Collector deals damage even Lo blocking enemies, and if you 
finish someone off with iL, there is a special surprise. 


Cooperative Play 
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Rise of Sauron 


9: kTLL elrzoriD anfo legolas 

Sauron "" iT 


agalnsuhe two f=luen' 

heroes, Elrond and Legolas. Elrond will rush you; Legolas will stay away and pelt you with special arrows. 
Use Heart of Horror and Soul Collector against Elrond, If you can keep him from hacking away on your 
black armor, you will out-damage him and send the Elrond to the grave for real this time- Legolas Is 
more of a problem for you. Rush toward him, dodging his arrows If you can, and heave down multiple 
Mordor Pound attacks to rumble him off his feet. When he's defenseless, hit him with everything you'ue 
got. Deal a ton of damage before Legolas pumps you full of too many Poison Arrows and you'll vanquish 
Rtvendell's champions and capture the home of the Elves for yourself. 


Archer 


Cloak and stay hidden on 
the outskirts of the battle. 
Track either Elrond '5 or 
Legolas's movements 
and circle behind for the 
Kill. This battle Is big, with 
lots of activity, so your 
odds are pretty good that 
you can catch both Elven 
Heroes off guard as they 
challenge other Ores. 

One mistake on their part 
and you have a kill on 
the books. Two kills ends 
the level. 


LEGEND 


0 Objective 3 Balrog 
0 Objective 4 0 Gandalf 

C Sauron 0 Tree beard 


0 Start 
0 Objective 1 
0 Objective 2 


Can you sling arrows faster than Legolas? You get your chance to 
see here, Follow the same basic procedure as the Mage, except 
save your Fire Arrows for Elrond or any other enemy drawing too 
near, if you have the speed, your arrows will make the difference. 


, Do not p unge Into the 

' .-•••••••'' ■ Lightning can help out, 

too. have Shockwave for emergency escape attempts when 
you have to repel melee attackers and, of course, 5hield is 
indispensable against Legolas. 


SAVRon AnD Scovf 

SftVFvpn CAa prpbably eeaItThe tuio Elvefi Heroes 

A LORE, BUT tKE SCOut WILL TtTAKE SURE, ELRpTJD AflD 

Legolas uhll uhdoubTedly go AFtEicSAURpn, umicH 

LEAVES PLEQfY OF OPPORjUIIJtlfS FOl^A CLOAKED 
Scout to ASSASsinAtE ohe ORBOtH or Fhe Elver 
Heroes. OncE tHEY are Down, RIvefidell holds Lhe 

k BEAVtY OFtME ELVES DO MORE* A 


Your final task for 5auron Is 1 jj. *. «| (k j 

to destroy the home of that 
nasty hobbit, Fro do Baggins. 

There am six main buildings 
• 11 hobb ton. and v-ey go op 
quickly if you put flames to 
the straw and wood. Follow 
your allies out toward the 

center of town and look for ^Bi 

the yellow arrows that point out each Hobbit building. 


INSTANT ACTION • ACHIF.VEMENTS & TROPHIES 
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Rise of Sauron 


Warrior 


fffll DESCujption \ 

SI tWE B a n c o f m oLU s ! reTu]ujs r o r a ri m Ate h. Ouge Thought desT itpv e d by 
|H Ga n d alf Ann corn i > a nv. t he 13 a l rog has ar]s e n to re t a k_e HI oRi a witH The 

Wf- FORCES OF SAURpn. ItS HUGE FRA USE CAUSES BlQSt E IT E Ell i ES P RQ R L E RT S, FORCED tO GET 
Wj in CLOSE to DEAL DAMAGE. EnEitliES OPEJ1 1'KE HI SELVES- 
W tO t H E B A L RP C' S D E A D LY F LA DIE SwORp AIID HI A S 5 J V£ LY 
V O W E Rf U L B RE At H O i 01 0 R.C Ot 1=1 , U /ft HO Ut G A Jl DA L F, 

UJ H At HOPE DO f H E FORCES Of GOOD HAVE? 


5mack the little hobbits 
out of your way, and use 
Fire 5trike and Whirlwind 
Bweep to set enemies 
and homes ablaze, ff you 
see an Ent, run at it from 
behind and strike with a 
Flame of Fury to the bach 


Weapohs 

* FLARIE SlUQRD 


SPECIAL ABILitiES 

•TraitIPLE ATTACK, 

■ Breath of H 1 or£oTm 
* Valar.au kairSih ash 


Two Fire Walls will burn ““ 
a Hobbit building to the 

ground. Lightning, Bhockwave, and Shield can keep enemy 
attacks at bay. Choose a side and systematically move from 
building to building as they go up In flames. With good footwork 
to lessen the attacks against you. It won't take long to cross the 
entire village and set all of Hobbiton on fire. 


Cloak to dodge most 
enemy attacks. At your 
relative leisure, pick a 
lightly guarded hobbit 
home and toss a Dalchc 
Bomb on top of it. Cloak 
and wait for your Batchel 
Bomb to recharge, then 
finish the home off with 

a second bomb. Repeat for five more buildings to finish the 
first objective. 


Archer and Warrior 


Fire Arrow for the Archer 
and a fiery 5word for 
the Warrior can take on 
Treebeard and the Ents, 

It's probably a little bit 
easier for the Archer, 
who can stay away from 
reaching Ent limbs, though 
the Warrior can withstand 
a blow or two and has a 
better chance of getting In 
close to set them on fire. 


ifnts are susceptible to 
fire, and the Balrog Es all 

fire, It'll be a bit of a mismatch so long as you don't let multiple 
Ents pummel you at once. 5wlng your Flame 5word back and 
forth to Ignite any Ents In reach, Vour most brutal attack against 
FTreebeard is Breath of Morgoth; try to spray him and other Ents 
next to him with your fiery breath. Eollow up with a Valaraukar 
Smash or Trample Attack if they're still standing, in a matter of 
[minutes, there will be nothing left but burnt stumps. 


Archer 


Fire Arrow burns down 
hobbit building after 
hobbit building, Multi- 
Arrow silences hobbit 
defenders that think they 
can get the drop on you. 


ITIage aiid Archer 

If you watt? To coiupleTe This objective quickly, split 
up. Ohe player.gges left. The o+lier right, ahd you 
itieeT in The huddle desTrpy!fig HobbiT build E nos. IT 
^ won'TT ake long To rase The village. ^ 


ixhance to heal—and 

P ur Lire Walls are the best defense against the trees. Treebeard 
Rougher than the other Ents, but he will burn eventually. 


Balrog aiid Mage 

The. Balrpg should burp all The Ents, uihIle The 
01 age Heals whE riEVER^n ecessary h HrALinc Takes 
priority, but The 01 age CAn Throw Fire Wall as 
^ ofTeh as it’s active To help speed up The kills. 


Balrog 


You discover that 
Treebeard, the leader of 
the Ents, Is behind the 
Em defenses in ' iobb Ion. 

It's erne to remove the 

hobbit ally, and you get 

a Giant of your own, KISH 

the Balrog] Continue KunbiwIH 

southwest across the 

Helds to reach Treebeard and his fellow Ents. 


OBDQCtive 3 ; 

klLL 30 boBBfts to Loro out ganoalf 

Ba i.Koii 'KM* La* r iPBMn'; 


All that remain are the remnants 
of some hobbit defenders and 
the mighty wizard Gandalf. To 
lure Gandalf out into the open, 
you must go on a Hobbit killing 
spree. 5lay 50 hobbits to 
complete the objective and draw 
forth Gandalf. 




The Babog's Valaraukar Smash is 
an area-effect attack that knocks all 
affected off their feet. Follow up with 
a Trample Attack or Breath of Morgoth 
to roast alive any who still breathe. 


Cooperative Play 


INTRODUCTION ■ CHARACTERS & CLASSES * WAR OF THE RING «■ zzzzza INSTANT ACTION * ACHIEVEMENTS & TROPHIES 
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Archer 


You'll have to let fly a 
lot of arrows to down 50 
hobbits, though Multi- 
Arrow certainly makes 
It easier. Prepare a Fire 
Arrow for any hobbits that 
get the idea to threaten 
you with melee. 


The hobbits have no 

IQ MB I prayer against the Balrog's 

. Flame 5word and the 
area-effect damage of 
Breath of Morgoth. AH the hilling wilt power your energy meter 
up frequently; It won't be a problem to trigger Breath of Morgoth 
repeatedly and roast dozens of the little Hobbits. 


Warrior 


A Warrior will have to 

chase down all the hobbits 

t) n f o o L T h c y c a n' L s La n d 

up to your poundings, 

especially when you flame 

up your 5word. After a 

few mInutes of finding §£ 

50 Hobbits scattered 
throughout the village, 

you'll squash the last one and complete the objective, 


The Hobbits won't cause 
too many difficulties, as 
long as you're aware of 
their positions and don't 
let them gang up on you, 
Gondorlan Captains can 
kill you quickly, 5ave your 
Shockwaves for one of 
their sudden charges. 


BALRPG AriD HI AG E 

Le+THE BaLROG StEAlrfRpLL THE HOBBltS. The IHaoE < 
Heals if nECEssARf. LiQHTnfnc cun CHAin to several 
^ HoBRIts At oneE An P SPEED UP YOURKJLL RATE. ^ 


One final battle remains: 
Qandalf vs. 5auron. The 
Dark Lord himself Joins 
the climatic fight and any 
of his special abilities will 
make the White Wizard 
pay for ail his troubles to 
date. Heart of Horror and 
Mordor Pound will keep 
Gandalf reeling, while 
5oul Collector punishes 
him should he throw up 
his Shield against your 
allies' ranged attacks. 




mmm 


Gondorian Captains also rally to tiie llobbiLs' defense. Target them 
first If you sense they intend you immediate harm. 


Coo peRA ttv e Play 




Rise of Sauron 


SAVRpn 


5 * naming the shine 


DESCRjpTion ^ 

The most powerful figure on The evil side tow eas over 
ttfE BAftLEFiELD. ImPOSftLG in SIZE liI<JE QI1E OF tHE GlAntS, 

Savrou teghTs as well as ahy U.JarrIor except he Trades 
in Sword forOIace* U/ITh his Lone reach. Heart of 
H oRRORAnc Soul CollecTorcaii be e ratal, while The 
aRea-effejcT ITIorpqrPoukd Kjn^CKS Down AnYOQE CAVGHt 
in FROnt of His HI ace sunn. The Dark Lora can power 
Through The e rati re side of good: he's ThaT rasTyE 


fw Ei 


Ut/EAPons 

* ITIace 

* f HRowinc Axe 


SpECiAL ABiLitiEs 

* Heart of Horror 

* ITlORpORPounD 

* Soul Collec+or 




Don t let Gandalf keep 
his distance, lie will try 
to burn you down with 
Lire Wall and Lightning, 




Archer, Mage, Scout, and Warrior 


Balrog 


told them as best you 
can, and charge him. 
fiprdor Pound can level 
m wizard, and even a 

'combo of your long-reach melee attacks can bash him around. 
Oolong as you don't stand In Qandalf's fires too long, or sizzle In 
lib-Lightning, you have the upper hand, On this fateful day In the 
5auron will kill Gandalf and forever enslave the people of 
Iddle-earth to his dark purposes 


er than invite Bauron 
final battle, you can 
IQose to have a rematch 
vs, Gandalf. As 
Mth bauron's strategies, 
fry to avoid Gan da It's 
.Powerful attacks and close 
Nm, If you can get in 
|jle range, your Flame 

rd, Trample Attack, and Valaraukar bmash can put a serious 
on the wizard. Breath of Morgoth can finish him off if he tries 
Wee. 


You will always want to take either Bauron or the Balrog against 
Gandalf. If they fall, however, go with your favorite class. By this 
point, you know your battle plans and tactics inside and out. 
5tay on the move and rely on your energy attacks to fell the 
foul wizard. 


Cooperative Play 


1 SAVRpn aiid TTTage 

The Da hr Lord cotuBinED u/ITm The healihg rower 
of The TTIace are virtually uhsToppable, Each Tt m e 

GajtDALF P1AKZS HEADWAY. tHE JHAGE CAR REMOVE 

The daittage with A Heal, Ann each tiuiE GAnDALF 
Tries to Heal, The Iwo-froijged ATTACKFRpnr 

SAVRpn's Et HERBAL EJ1ER£HES AnD tHE fit AGE* 5 FI RES 

sets The wizard bacreveh jhorr HoBBlton will be 
The last sTatid forThe Free Peoples before Savrpq 
^ R£iGnS SUPREME. 
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the Lord 04: the Rings: 
conQuest mult\pla^erz 


Frado shepherds the One Ring in the traditional Lord of the Ring s story; you get to carry ft In multiplayer action. In 
Capture the Ring, you or any of your teammates must find and seize the Ring, then guard It as you battle through 
foes to reach the enemy stronghold. 


And that's just one 
scenario in The Lord of 
the Rings: Conquest 
multiplayer. Try marching 
on various control points 
throughout the terrain in 
the Conquest scenario 
or slaying enemy players 
left and right in Team 


■ 1 ' and have one capture to 

go. The settings for when the Heroes can Join the scenario can 


Death match, hero Team 
Deathmatch works the 
same way, except you 
play the Heroes from 
each side and not the 
normal classes. 


be adjusted 


What's your passion? 

Read a little more about _ : 
each multiplayer scenario 

here, then flip to your favorite maps In the following chapters for 
detailed map labels and advanced tactics, how all you have to 
decide is if your home is Minas Tirith, Rivendeil, or the Black Gate. 


cuptuue the Ring 

There are two teams, the 

Good Team and the Evil 

Tc a m. T h c R i n g a p pc a rs 

near the center of the 

ma p, a n d ea c h te a m m ua t 

try to Dick up the Ring and 

carry it to the enemy's 

base. After the Ring nas 

been captured, or If it 

lies on the ground for too ,.Mmm 

long, It will return to the 

center area. 


There are two teams; the 
Good Team and the Evil w 
Team. Within each map 
are three to five control ■! 
points. Each control point : 
gives victory points to the 
team that controls it. The 
more contra! points your 
team controls, the faster 


you will earn points. You 
also gain a huge bonus 
for holding all the capture 
points on a map. 

Borne control points have 
resources attached to 
them. For example, Ents 
may be available when the 


Usually, the first team to achieve three captures wins the map, 
though this may vary based on the map. There is also a match 
clock that runs in the background. With two minutes to go, the 
clock appears on screen. The team with the highest number of 
captures when the clock runs out wins the match 


I £fVTEt<$j - O-irlC* ^ 


hi Capture the King games, teammates who stand near the 
Kingbearer receive a health regeneration bonus. 



the Lord 04: the mngsi conoqest rOOL'CipLct^eR. 


Instant Action 


good Team controls the point, while Trolls may be available when 


Team summons forth Lurtz as Archer; Raruman and the Mouth of 
5auron in the guise of Mage; Wormtongue as the stealthy Bcout; 
and the NazgGI, Witch-king, and Bauron himself as Warriors with 
very special abilities, 


Evil Team is in control 


l <>00<XX><Xx>0<X><><X>0<> 

It's Just like normal Team 
Deathmatch, where you 
try to earn as many kills in 
the time limit as possible 
(or reach the victory 
threshold), but there's one 
big exception: You play 
with the Heroes of each 


intense, and hence the 

maps tend to be a bit smaller and confined. 

Teamwork wins Deathmatches because coordinating firepower 
ori lesser forces will almost always Inflict heavy damage and 
frequently wipe them out completely. As If you needed an 
excuse to eradicate the enemy side, the default Deathmatch 
game awards a Hero to the side ahead on points (generally, at 
about two-thirds of the victory point threshold). Want to unlock 
Aragorn and his host of undead? Desperate for Baruman to 
show up on your side? Eight on until the true champions heed 
your calif 


1 side! Each Hero has the 
pedal skills of his or her 
mass, plus at least one 
unique ability, and Heroes 
are only available on 
select maps. 


[the Good Team gains 
Ihe services of supreme 

^rcher Legolas; the Mage Gandaif, the Scouts Frodo and Eowyn; 
•and Warriors Aragorn, Glmil, faramlr, Elrond, and Isifdur. The Evil 


Archer^ 
m vlTi player 

1 Best AT*** 

f S n i L 1 ERrt t+ACK.S FRpl!i HIG H 
tLtVAfion a n d defefi diiig 
capture points. 


fcScovf 

m TTI VLflPLAYER, 

| O Best At... 

* Sec:reTly s e izinc c a pTv re points 
| V or.The Rinc wfTh Cloaklattd 
W/ on e-shoT fulls from beh i fid, 


hiage 

, niVLfiPLAYEFL 

\ Best At*.* 

I EifminAtinG eheifiy groups 
1 wITh FiRf Wall aiid 
f f rpT e ct f n g a c a i n st ret v ; rh 
fere wfTh Shield, 


Warrior 

i TTTVLTiPLAYER 
I Best At*** 

1/ C A VS I IT G H A VO C A tf A C Kj n G O R 

y DEFEnoinc capture points add 
carkvIhg Thf R[nc. 


Some maps give you siege machine and mount options. For 
example, on the Men nor Fields map, the Good Team can ride 
horses, the Evil Team can ride Wargs, and boLh teams have 
access to ballistae and catapults* 


Hot all multiplayer maps are the same for each level, l^ake 
sine you learn the nuances of each scenario so nothing 

surprises you. 
































































































the BLack gate 
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Instant Action 


the eLack gate 


t You can climb to the tops of the wooden watch towers for 3 
1 good Archer position. Be aware, however, that there Is very 
I uttle room to maneuver on top of these towers 
( i ne areas around the 

plateau d-d vu Valley 

are your hotspots for ■,;"jjSH|W 

activi'y becD u low 

profile while navigating ■ | 

I the main strip or t ../« 

you can suddenly be 
attached to nr. any s tie 
I f y 01 w a n t a fi g hi t, bring 

|\ bacKup. 4 25 |"M r "TiiM ' | V 

if The Plateau and Valley 

L will always be hotly contended. In a dose match, sometimes 
a few victory points will make the difference. When the battle 
L Is fierce at the middle two capture points, make an end run 
around to your enemies' starting zone and see if you can pick 


EviL T'EAm 

• LVRdZ 

• fflouTH or S a v Rion 

• SARyrnfin 

• UJlfCH“KjnG 

■ U/ORjutoncvE 


Aicagorji 

ELRpnn 

Eoumi 
Gardalf 
Lego las 


As drone,, seek out 
the enemy Mages. 

You can throw up a 

Water cohere to block 

ba p, 1 i n a n '5 o" tf 1 e M o u: - 

o £ bau tit's ire a Tacks, ijMrT; 

then close in for the 

melee kill with your 

blade, hladhafang. 

Eowyn's Cloak will slip ¥ 

her behind the enemy ■ 

ij. ri.^er\ and Wh -Twine 

Dervis" car finish oT 

your foe. Re on alert 

bomb, 

If played well, Gandalf can command a battlefield. Pay attention 
to the ebb and flow of the battle. When offense can turn the 
tide, throw your fire and Lightning blasts around, or sneak up 
on enemies and land a powerful You Shall Mot Passl When 
defense Is called for, rely on Shield to repel the enemy fire and 
healing Wisdom to save lives. 

The Witch-king's offensive maneuvers can help his defense. 
Angmar Flurry lets him leap high into the air, over possible 
threats, and into a better position to counterattack. 

When at range, the 
Ma.,t- of 5au. r on oa¬ 
th row a dead y Fire 
Wall up around his 

I;■';■■■ I" ■■■'. ■: J “T-r. *0 ’ , v 

beat them, 

A Soul Punch or Satchel 

Bomb from Wormtongue will cripple any foe caught In its 
effects, its a simple matter to sneak up behind an enemy In 
Cloak mode and make your strike while your victim watches 
activities elsewhere. 


LEGEND 


up a cheap capture point by killing a token defender or two (or 
( better yet none!). 

1 * The Scout can single- . 

J distraction while other 
[ teammates blindside exposed enemies, 

* En my area-effect ___ 

fcspells mean melee -EMM 

CombdbjnLo. cannot )' ;i 

1 d large alieac: -eck essly 
J withouf r 1 shing lots .-./uH 

j of damage, but the 
I ranged attackers have 
I no problem shooting 
I over the obstacle. 

I Target the offending 

I;party to prevent more 4| - v -• t v . 

r area effects from popping up. 

1 From the top near the Black Cate, the map's terrain slopes 
mostly downhifl. If you want a good vantage point of the middle 
of the map, position yourseff near the top of this hill or climb 
t up on the adjacent rocks. 


Capture Point 
Good Capture Point 
Evil Capture Point 


it's a fight in front of Mordor's massive front gates. In Conquest mode, this map has four control points. 
With four control points, your team goal is to control three of the four, or defend two points If you're 
ahead on victory points, in Hero Team Deathmatch, the forces of good, including Elrond and Eowyn, take 
on 5auron's lieutenants, including 5aruman and the Mouth of 5auron. 
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LEGEND 


& Capture Point 

Good Capture Point 
Evil Capture Point 


In Conquest mode, this map has five control points. Each control point gives victory points to the team 
that controls it. The more control points your team controls, the faster you will earn victory points. 

With five control points, your team goal is to control three of the five. It doesn't matter which three. 
Don't spend too many resources trying to retake, say # your initial spawn point when there could be two 
undefended capture points open for the taking. 


hmMn carta f* 


»i/io 






❖ helm's T5eep 


Instant Action 
_ 


conQuest: oooooo<><x>o<x>oo<x>oooooooo<x> 

( The Deeping Wall can be well defended with ranged Are from 
behind the capture area. Mages and Archers can unload on the 
5 talrs and enemies must sustain the barrage to have any shot 
at taking the area, 

I # You can use the ladders 
to quickly reach the top 
' of the walls. 

* Most traffic passes 
through the main 

i courtyard outside the 
Throne Room or the 
tunnel leading out 
to the Deeping Wall 
i j Watch yourself In these 
L areas when you have 

f to capture a new area. On the flip side, If you have three of 
L the control points locked down, guard these areas to create 
bottlenecks and catch enemies In the crossfire. 

J * Archers rule from atop 
the balconies and 
staircases. When you 
L see enemies fighting 
, below, take a position 
I atop the higher terrain 
• and snipe away. Once 
enemies gain the 
| steps or ladders below, 

|l retreat and find a new 
/I; cover spot. 

I * helm's Deep Is a relatively small and open area. Other than 
[ Inside the Throne Room, atop the upper walls an Archer can 
i draw a bead on anyone. 

i * When a Scout wants to 
f 5ave energy, or doesn't 
l have any, ambush 
f enemies from atop the 
walls. You can drop 
behind someone and 
i backstab them if you 
I time it right, 

* It can be advantageous 
a to die and respawn 
i next to a capture 

L point under siege by the enemy. Warriors can charge into 
I the fray Immediately, especially at a capture point like the 
I Throne Room, 


team Deathraatch oooo 


* During a re spawn, 
plan out what you 
want to do next. Are 
you reinforcing a 
chokepotnt? Is the 
action hot and heavy 
near the Main Gate 
so you should take 
a shortcut along the 
upper walls? When you 
finally respawn, you can 
jump back into the action without a moment's hesitation, 

* Attack en masse if you can. Teamwork wins Death matches, 
since coordinating firepower on lesser forces will almost always 
inflict heavy damage and frequently wipe them out completely, 

* For the Mage, the more kills, the better in Deathmatch. Your 
Lightning strikes can drop several wounded players at once if 
you're smart enough to catch them in a huddle defending a 
capture area or thinking they're safe as a unified group, 

* Mages can be a 
dominant force if left 
unopposed Inside the 
castle walls. Scouts 
should slip Inside a 
Mage's Shield and go 
for the kill. Even if 
you miss a one-shot 
Backstab, you'll disrupt 
the Mage's Shield with a 
hit and leave him open 
to counterattacks. 


• As a Warrior, you will see a lot of action In the courtyard in front 
of the Throne Room. Whenever you enter the area, build up 
momentum to a full run and level a shoulder (heavy Attack) on 
the nearest victim to send them flying, 

• When the Good Team 
unlocks Aragorn, 
casualties pile up on 
the enemy side. Get in 
the middle of things, 
but avoid the area- 
effect damage if you 
can or It could be your 
downfall. 


* baruman's Fire Ball can 
prove deadly in the 
walled corridors leading from the Throne Room to the Deeping 
Wall. Heave your fire attacks Into those enclosed spaces 
whenever you're able. 

























































































LEGEND 


@ Capture Point 
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The former home of 5aruman becomes a new battleground for the forces of good and evil. In Conquest 
mode, this map has four control points. Crab three of four for an extended period of time and you'll 
win, or gain the lead and then defend two of the points. In Team Deathmatch, its a matter of which side 
coordinates with the best teamwork and slays more enemy players. 


^ Good Capture Point 
* Evil Capture Point 


❖ isengarzo 



conouest 

t only the pits area Is used. 

* The Good Team starts with an Ent at Its home base and the Evil 
Team starts with a Troll at Its home base. But, the teams can 
lose these allies If the base is taken by the enemy. 


all around. With all the 
r bridges and crosswalks, 

t and a wide-open main area, you can see many of the individual 
players and battles going on. 

* If you want a little extra 


punch In your ranged 
attacks, man a ballista 
at some of the strategic 
posts around the map. 

» Use the Fire Machine 
35 cover if you find 
yourself under lire In 
the area. You can sever 
the line of sight from 
any direction by moving 

: around the circular structure. 


* Saruman has great : 

area, throw up your ^^0^04' 

Shield to protect you ^ & 

' and your allies from 

F ranged fire. It may buy you precious seconds to flip the area, 
and the only way for the enemy to take the area will be to 
dose on you. 

‘ Whenever you leave an area as a Scout, dick on your Cloak. 
Even if it's only for a few seconds r you will confuse any enemy 
eyes on you and they won't be able to track or predict your 
r next move, 


❖ 


isengan 


Instant Action 


team aeatbraatcb 


ooo 


Attack en masse If you can. Teamwork wins Deathmatches, 
coordinating firepower on lesser forces will almost always inflict 
heavy damage and frequently will wipe them out completely. 

Double-team opponents ) 
at every opportunity. 

Two sustained attacks 
against a single 
defense will always win 
you the day. 

At several places 
around the map, It's 
possible to leap from 
up high and land on the 
lower levels alive. Just 
watch that you don't fall Into a pit. 

■ Do not split up and go solo. The more you stick together on 
the various platforms in the pits, the better your chances of 
survival and racking up the kills. 

1 Every bridge Is a 
choke point. You 
can defend these 
chokepolnts well with 
ranged attacks that 
blast enemies backward 
and a few defenders to 
hold the ground. 

1 Ranged attackers 
should always seek a 
sniper point, however, 

don't stay hunkered down in that one spot for too long. 
Eventually, an invisible Scout or some other enemy will be on 
your tall, and you want to keep one step ahead of them so 
they don't catch you unawares. 

* Even as a Mage, if you ^ — 

1 


have an opponent near 
a bridge ledge, resort 
to a quick melee attack 
to knock them over 
the edge. 

Surrounded by 
enemies? Scouts and 
Warriors have a Medium 

Attack that can brush _ _ 

back several enemies 

at once. A smart retreat is also an option. Remember, each 
death counts toward the enemy's victory total; you don't want 
to be a senseless casualty, 
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Instant Action 


When capturing an ^ 

Look for ambush 

opportunities from the upper level. You can leap down on 
unsuspecting enemies and catch them off guard. 

Blocking can be an effective strategy for a Warrior Inside a 
capture area. You can prolong a fight, which proves beneficial If 
you have reinforcements on the way. 


capturze t be Ring 


,, After the ring has been captured, or if it lies on the ground for 
too long, It will return to the center area. 

, The first team to achieve three captures wins the map. There 
is also a match dock that runs In the background. When there 
are two minutes left on the clock, it Is shown on screen. The 
team with the highest number of captures when the dock runs 
. out wins the match. 

* If you grab the One Bing, your movement speed decreases, 
b There are raised paths 

on both sides of the H 

main road. These raised B JR 

positions can be a great R9 

spot for snipers. 

* vq u ca n j u m o d ow r 1 REr^' J mwL I 

■ from the raised paths, 

but be careful to avoid ■ 

( the spiky pits, judR 

pi The bridge over the 
masn gate is accessible 
by the outer raised path. 

* Some attacks will knock an enemy player backward. You can 
^ use these to knock enemy players Into pits. 

As an Archer, fire Poison Arrow at an enemy Ringbearer to really 
mm him down. 


Evil Teaki 

* Luicfz - U/i+CH“KinG 

* HazgOl * UJoigntoncuE 

* SAiiyniAn bp 


Good Ieahi 

•Akagorit * Gahdalf 
* FaRAmiK. * Legolas 
- Frpdo 


Aragorn ^(Warrlor)^: ^ 

Undead for punishing 

damage whenever he has enough energy built up. 

Legoias (Archer): If he isn't sniping from up on high., Legolas 
can aid his companions. Search for allies already in battle and 
lend support damage or, even better, a headshot to end the 
tussle. „ . , y 

counterattacks or a new wmi w MiUii'JiM WMx fJ.'! r iiijii u 

offense against your next foe. 

■ baruman (Mage): You are a big gun for the forces of Bauron, 
Rather than challenge foes directly, circle your enemies and 
choose a target for your Fire Ball. Aim true and the enemy will 
likely be ash with a single hit. 


The raised area behind each team's starting area is a good place 
to protect your base with an Archer. 


LEGEND 


Impossible to see. 

The Warrior's extra health makes him an ideal candidate for 
grabbing the Ring. You can fight well when others battle you 
for control of the Ring, and you can take a few extra hits that 
might make the difference in a long capture run. 

Save your energy for life-and-death fights or to use against an 
enemy Ringbearer's group. 


Capture Point 
Good Capture Point 
Evil Capture Point 


in Conquest mode, this map has five control points. With five control points, your team goal Is to control 
three of the five. It doesn't matter which three. Don't spend too many resources on one point when there 
could be two undefended capture points open for the taking. In Capture the Ring, the ring appears near the 
center of the map, and whichever team seizes the ring and returns it to the enemy base the most wins. 


* Only the map's Inner area is accessible. 

* There Is a raised path the surrounds the entire central area. 

* The area behind the Throne Room can be reached by using the 
, stairs behind each team's starting area. 

the Archer's Fire Arrow can knock enemies off balconies or 
[ staircases. Watch for these opportunities. 


p*f 5 oS3 


ER.O f'EAm DEAtHITlAfCH 


INTRODUCTION • CHARACTERS & CLASSES • WAR OF THE RING • RISEOFSAURON 





























































































Capture Point 
Good Capture 
Evil Capture F< 
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Minas Tirith is a miK of give and take. The Good Team has easier access to the control point on the outer 
wall; however, the Evil Team starts the game with a Troll at their home base This map has four control 
points. Each control point gives victory points to the team that controls ft The more points your team 
controls, the faster you will earn points. 


* rafms tfRftte 








❖ minus tfRltb 


Instant Action 

— — 


corjQuest 


<x>oo<xxxxxxxxxxxxxxxxxxxxx> 


« With four contra! points, your team goal Is to always control at 
least two of these points, if you are ahead on points, you can 
play defense with two control points, maintain an even stream 
of points for both sides, and ultimately puli off the victory. 

t Most traffic has to _ 

come right down the 

c te r co n c 0 u rs c HI fpF 

Watch yourself ri this 
area. While you engage 

H 

may be on you before 

TBB?*w 

: straightaway. If an I" 

Archer hangs back out 

of the heated battles, he can pick off targets easily at very 
long range. 

• Arc hers can also scorch targets from atop the side balconies or 
from corners to zap anyone strolling toward a control point 

1 Married by the enemy? Duck into any of the many enclosed 
rooms or staircases that line the map borders. Mages can 
quickly heal safe from line of sight 

■ for an effective ranged defense, set two Mages walking up the 
■, concourse side by side with Shield up. The bubbles cover the 
entire expanse and protect from projectiles above and ahead. 

L sneak in for the kill 
. and conquest. 

* There are many alcoves and small alleyways for a bcout to 
disappear Into and use for Ideal ambush conditions. 

^ ft Warrior can't dose^ ^ ^ 


XXX 


team Oeathraatcte 

• Most your kills will happen on the lower concourse, whether 
it's by drawing your 5word and challenging the enemy on the 
cobblestone or sniping them as they move below. 

• The map has a lot of 
ups and downs. Be on 
the lookout for enemies 
suddenly showing 
up. They can drop off 
balconies, descend 
stairs behind you, or 
come out from the 
walls to the side. 

• Ranged combatants will 
frequently duel it out 

on the upper balcony. Whichever side gains a foothold has the 
height superiority on the Minas Tilth map. 

• Look for sniper spots 
atop the highest steps 
of Minas Tlrlth. Archers 
can slide to the walls 
for extra cover or the 
open spaces for better 
shots, and you can 
always backtrack the 
opposite way when the 
enemy starts climbing 
the long set of stairs. 

• The Mage's fireball part of the Tire Wail can travel a long way. If 
you arc It correctly, you can land Fire Walls on tower balconies 
on the opposite side of the main concourse. 

• As a Bcout, stay 
on your toes while 
traveling through 
Minas Tlrlth's enclosed 
corridors. An 
unhesitating Back stab 
can slay a foe before 
they even see you. 

Against superior 
numbers, you may 
need to race down the 
stairs or leap from a balcony to escape. 

• Gandalf can destroy foes from anywhere on the map, but the 
short eastern balcony offers lots of options. You can rain down 
Lightning on unaware enemies, toss Fire Walls, and you can 
use the stairs or simply hop over the side if the enemy gets 
any ideas about chasing you down. 

• The Witch-king's offensive maneuvers can help his defense. 
With Angmar Hurry, he can leap high Into the air, over possible 
threats, and into a better position to counterattack. 
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❖ 


rairaas tiRTtte top 


Minas Tlrith Is so huge that it has two maps, in the Capture the Ring variant, you play on the upper level 
of the fortress. The Ring appears near the center of the map, and whichever team seizes the Ring and 
returns It to the enemy base the most times wins. In Team Deathmatch, your team wants to annihilate 
the other team. Whichever team ends up with the most kills wins. 










] captuuRJB the rzing 
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, There is an Ent and a Troll available to the teams on the rock 
peninsula near the White Tree courtyard. 

* Each team has two paths to the Ring, which appears next to 
the White Tree, 

* Giants will biock the stairs almost completely. This can be both 
a help and a hindrance. 

* From the Evil home 
base, you can race up 
the back stairs, which 
deposits you at the 
upper courtyard looking 
across the grass at 
the Ring. As the Good 
Team, this Is usually 
the less-defended route 
for returning the Ring 
to the enemy base. 

* When the enemy team grabs the Ring, head In a direction that 
will cut off the Rlngbearer. There's little sense In trailing after 
the Ring unless you know you can catch up with it. 

* You slow down when 
carrying the One Ring. 

Flan your escape route 
ahead of time before 
you grab the prize and 
head off in the direction 
of the fewest foes. 

« Remember, if you lead 
' In the Ring capture 
race, you don't have to 
"dunk" the Ring again. 

Instead, you can play all-out defense and keep the other team 
from controlling the Ring. When the time expires, your team 
will be declared the winner, 

* Melee attackers will 
want to gravitate toward 

fvthe interior royal rooms 
at the center of the 
map. Ranged attackers 

* will have problems 
In the close quarters 
and your abilities 
should strike bodies 
consistently. 


* Even though the top of Minas Tfrlth has a lot of open space, 
it doesn't mean It's without chokepoEnts. You can bottle up 
enemies In any of the stairways with a fire Wall or Archer 
barrage. 

* form a combo of the 
Archer and the Mage 
and look for sniper 
points high up above 
the lower levels, 

Both can rain down 
destruction on the 
enemy without fear of 
ranged counterattack 
thanks to the Mage's 
Shield. 

* In a stairwell full of battling combatants, the Warrior's Eire 
Strike can clear the whole passage for your side. 

* The back courtyard by 
the Good Team's home 
base has a lot of space 
and makes an Ideal kill 
zone for deadly ranged 
attackers like the 
Archer and Mage. 

* Out on the terrace 
surrounding the 
White Tree, circle the 
perimeter and survey 

the situation. Can you jump in and aid a skirmish? Do you need 
to move more to gain better position? Is ranged fire streaking 
from anywhere? Once you identify the situation, plan your 
tactics. 

* During a respawn, plan out what you want to do next. Are you 
reinforcing a chokepolnt? Is the action hot and heavy near the 
upper courtyard? When you finally respawn, you can Jump back 
Into the action without a moment's hesitation. 

* Want some height 
advantage? Jump up 
on the dais that holds 
the crown In "Rise of 
Bauron" game play and 
launch some ranged 
attacks from up there, 

Meiee foes will have 
some trouble hitting 
you, plus you can 
see above any chaos 
occurring on the ground below. 


❖ rniocss tlRfth 


Instant Action 


team aeattomatclQ coo 
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© Capture Point 
@ Good Capture Point 
Evil Capture Point 


The Mines of Moria map is the triple threat: Capture the Ring, Conquest, and Team Deathmatch are all 
available, The map changes slightly for each scenario— In Capture the Ring, for instance, the home bases 
are much closer to the large central chamber—so run through them several times to get the lay of the 
land,.,or, in this case, the lay of the underground caverns. 


❖ mines of room a 
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roioes of morz 


Instant Action 


a- ■ 


conoaesc 


captune the rzing o<x><x><xx>o 

, The first team to achieve three captures wins the map. There 
15 also a match dock that runs In the background. When two 
minutes remain on the dock. It Is shown on screen. The team 
with the highest number of captures when the clock runs out 
wins the match. 

i After the Ring has been captured, or if It iies on the ground for 
too long, it will return to the center area. r 

the One 

i The Good Team can 

defend Its base easier with Archers from the raised positions, 
while the Evil Team should concentrate on controlling the 
corridor to its base with Mage fire Walls, 
i 5ave your energy for life-and-death fights or to use against an 
enemy Rlngbearer's group. 

» When the Evil Team Is y_.._ r . _ ... y 

Ringbearer. 

r i rt-f- 

Ck>oooo000oooo<><>oo0<x><><x><><x> 

There are four control points on this map. Win by sitting on 
three of the four control points for a longer period of time than 
your opponent or hold two capture points and pick up the 
■ rest of your points with . 

the prison, out of sight 
of the capture circle. 
be careful that enemies 
don't suddenly show up R..V 
from there and overrun 

you If you're trying to seize the point for your side. 

Use knockdown attacks on narrow staircases and bridges to 
quickly dispose of enemies, 


The Good Team's Initial control point is a good area to take or 
hold because an Archer can fire on every major chokepoint 
leading to all control points. 

* The Mage can launch 
Fire Wall and Lightning 
attacks from one 
staircase to another, 
as can the Archer with 
a Fire Arrow, Poison 
Arrow, or Multi-Arrow. 

Even the Scout's 
Satchel Bomb can be 
effective from one 
platform to the next. 

■ Blocking can be an effective strategy for a Warrior inside a 
capture area. You can prolong a fight which proves beneficial if 
you have reinforcements on the way, 


team aeathmatch 


ooo 


* Look for ambush 
opportunities from the 
wooden platform near 
the most frequent 
spawn point You can 
pop back in, step over 
to the edge and survey 
the action down below, 
then leap behind your 
Intended victim. 

• Attack en masse If you 
can. Teamwork wins 

Death matches because coordinating firepower on lesser forces 
will almost always Inflict heavy damage and frequently wipe 
them out completely 

• Mages can be a dominant force ft left unopposed Inside the 
main chamber. If you're playing a Scout, Cloak and slip Inside 
an enemy Mage's Shield and go for the kill. Even if you miss a 
one-shot Backstab, you'll disrupt the Mage's Shield with a hit 
and leave him open to 
counterattacks. 

* Some of the ramps in 
the mines can collapse 
If a player pulls the 
nearby lever, ft's a great 
strategy to earn a few 
kills all at once when 
unsuspecting enemies 
charge up the ramp at 
you. Just be sure you 
don't catch your allies In the death trap. 
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LEGEND 


© Capture Fomf 

Good Capture Point 
Evil Capture Point 


❖ mount Doom 


In the heart of an active volcano, players battle for capture points and the fate of the One Ring, In Conquest 
mode, this map has four control points. In Capture the Ring, the ring appears near the center of the map, 
and whichever team seizes the Ring and returns it to the enemy base the highest number of times wins. 
The action heats up even more with the most powerful characters possible in hero Team Deathmatch. 






capturze the Ring 


ooooooooo 


❖ mount croorrj 

Instant Action 


and look for Mage Bhleids at a distance to find the battles, 

The Evil Team can 
unlock the master 
himself, Bauron. Such 
an imposing figure, 
even with just his 
Mace, Bauron can 
sweep aside foes like 
twigs. When he taps 
Into his special abilities 
like heart of horrors, 

Mordor Pound, and Boul 
Collector, the Good Team shall tremble In fear. 


Good t'EAm Evil t'EAin 


- UIldvr. 

■ Flip DO 

* Ga n dalf 

■ Ginni 

* Legolws 


* LvrJz 

* mOVTH OF SAUFCOn 

* fW.GVL 

* UJiTcH-Kjnc 

- UloarntonouE 


* Take advantage of the ledge that overlooks the Forge. You 
can surprise enemies with ranged weapons or a melee 
ambush attack 


With Frodo's diminutive 
size, his Cloak works 
better than any Scout's, 
hot only can he use 
regular attacks while 
Cloaked, the usual 
shimmers that give 
away an Invisible Scout 
may be missed In 
the shorter hobbit, 

Take advantage by 

slashing at enemies from behind with your special abilities 
fully charged, 

• hazgul can prey upon 
weaker targets If you 
drop them quickly 
with a blast of Black 
Breath, If not, the 
Power of the Mine can 
uproot opponents, 
casting them aside and 
clearing more room for 
counterattacks or a new 
offense against your 
ne*t foe. 

» hot to be outdone by Erodo, the Evil Team's Wormtongue can 
kill out of nowhere, too, Cloak and hide in the shadows of the 
chambers where all the action is taking place, then slink out 
behind your victim and end their life with a Deception Strike, 
Boul Punch, or Backstab. 


t The first team to 
achieve three captures 
wins the map. There Is 
also a match clock that 
runs in the background. 

When two minutes 
remain on the clock, 

r it is shown on the 
screen. The team with 
the highest number 
of captures when the 
clock runs out wins the match. 

* There are two routes from the Ring to each team's base. 

* After the Ring has been captured, or If It lies on the ground for 
too long, it will return to the center area. 

* If you grab the One Ring, your movement speed decreases. 

* When the opposing team has the Ring, look to intercept 
them at one of the bridges over the lava spans. These are 
perfect chokepolnts, and you can ambush even, a large group 
effectively. 

* Once unlocked, islldur 
can add some much- 
needed might to 

* ; the side of good, he 

. can cut through foes 

with riarsll or unload 
powerful special abilities 
such as Aeglo's Sharp 
and Blade of the Mark, 

* 5ave your energy for 
life-and-death fights or 
to use against an enemy Rlngbearer's group. 


canQuest o<xx>o<>oo<xkx>o<>o<>oooc i oooooo 

■ There are four control points on this map. Grab three of them If 
you can for the win, or hold two capture points if you have the 
lead In victory points. 

* There are two tunnels leading from each team's starting area. 
Each tunnel leads to a neutral control point. 

* Look for raised ledges in some of the chambers. They can give 
' you a surprise ambush point. 

* Warriors and Scouts can pin victims against walls in the map's 
) tight corridors. Begin 
f with Light Attacks to 

Keep them off balance, 
then switch to Medium, 

Heavy, or energy- 
charged attacks to 
finish them off. 


Mount Doom is not 
wide open, and it's 
difficult to see where 
all the action Is taking 
place, Toggle the map to see capture points switching hands 
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❖ osgfLfatb 



Don't look for many breathers on the Osgillath map. The four capture points are almost on top of each 
other, and spawning into an Osgiliath Deathmatch may put you In the action instantly. Archers will have a 
field day If they can stay away from melee attackers and the pain they bring. 




conoue st 


<>XXXK>C<K>O<>0<x^^ 


i Be careful on the side 
of the bridges near the 
water. A knockback 
blow or an Ill-timed 
! jump can send you over 
the brink, 

> There are four control 
points on this map. 

If your team can hold 
three of the four control 
\ points for a prolonged 

time, you'll win. Otherwise, you must defend two of the control 
points and earn more kills than the opposing team or already 
have the victory point lead. 

I * This Is one of the most concentrated maps in the game; the 
n control points are all very close to each other, 

■ Teams can strike quickly at the Canal control points. The North 
and 5outh Canals can be swarmed by a coordinated team 
f working together Move on the first one and when It looks like 
It's going to flip, but before it turns neutral, rush the second 
capture point with all but a token force to defend the first. The 
second Canal point will be under siege without any warnJngJust 
i as the first one falls. 



I 


* Archers can cover 
every control point 
location from the 
bridge, but be aware 
of your surroundings 
or have allied support 
because there are two 
routes to this location— 
and you may end up on 
the business end of a 
Scout's knife. 



* Use knockdown attacks on stairs and bridges to quickly 
dispose of enemies. 







it doesn't matter as much where you respawn on this map 
because everything is dose together, but you should plan out 
your first attack to be 
ready as soon as you 
materialize. 


The balcony at the 
back of the Sanctuary 
area provides some 
good cover and 
can be an ambush 
point if you want to 
surprise other players 
passing through. 




osgtLTcrtte 




team xyeotlamatcla ooo 

■ Attack en masse if you 
can. Teamwork wins 
Death matches because 
coordinating firepower 
on lesser forces will 
almost always inflict 
heavy damage and 
frequently wipe them 
out completely. 

• As an Archer, you 
always seek a sniper 
point; however, don't stay hunkered down In that one spot for 
too long. Eventually, an invisible bcout or some other enemy 
will be on your tall, and you want to keep one step ahead of 
them so they don't catch you unawares. 

• Mages can be a dominant force if left unopposed around the 
capture points. To defend against them, especially when they 
have their Shields up to prevent Archer fire, send a Scout to 
slip Inside the Mage's Shield and go for the kill. Even if you 
miss a one-shot Backstab, you'll disrupt the Mage's Shield with 
a hit and leave him open to counterattacks, 

• Scouts can be a force 
on the Osgillath map. 

There is almost always 
a target nearby and, 
with so many bodies 
in heated combat, it's 
easy to sneak up from 
behind for a Backstab. 

• As a Warrior, you will 
see a lot of action in 
the roads to and from 
the capture point. Whenever you see foes In an exposed 
position, build up momentum to a full run and level a shoulder 
(heavy Attack) on the 
nearest victim to send 
them flying. 

• As you move around as 
the Mage, charge your 
Lightning and hold It 
That way you're always 
ready to unleash a blast 
on a crowd of enemies. 
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LEGEND 


Capture Point 
Good Capture Point 
Evil Capture Point 


In sofo play, Peiennor fields offers a grand battle with everything going on at once. Guess what? Multiplayer 
offers much of the same. With a wide-open map, Capture the Ring becomes a real teanvversus-team game 
to seize the Ring and move it to the enemy base. You might find a little more room in Conquest, with lots 
of players splitting off to tackle separate capture points, but not in Team Deathmatch. 









❖ pel emoR pletos 


Instant Action 


team oeatbraatcb ooo 


captune tbe mog ooooo<x>o<> 

The first team to achieve three captures wins the map. There 
15 also a match clock that runs In the background. When two 
minutes remain on the clock, it is shown on the screen. The 
team with the highest number of captures when the clock runs 
out wins the match. 

i After the Ring has been captured, or If it lies on the ground for 
too long It will return to the center area. f 

the reach of th e I r 1 ong I 

tree limbs. 

i if you grab the One Ring, your movement speed decreases. 

' The barricades will provide some degree of protection from 
mounted enemies. 

* You can climb the towers to get a good vantage point 

i There are unexploded catapult firepots ail over the field. They 
explode when hit. 

i Coordination Is very 
Important on this 
map because there 
Is very little cover for 
Individuals to move on 
their own, 

* If the enemy has the 
Ring and a lead to 
your capture area, 
hop on a mount and 
you can close the gap 
much quicker. 


Each team starts the game with mounts at their home 
base. But they can lose the mounts if the base Is taken by 
the enemy. 

The Good Team can 
unlock Legolas. With 
all the open space, 

Legolas can strike 
multiple enemies at 
range and cause the 
Evil Team lots of grief. 

The Evil Team has 
access to Trolls. 

Against them, have 
your Archers go for 
headshots. With them, use their powerful attacks to disrupt 
enemy groups and lead the charge toward the capture areas. 


* It's very Important to work together on this map. Teamwork 
wins Deathmatches because coordinating firepower on lesser 
forces will almost 
always Inflict heavy 
damage and frequently 
wipe them out 
completely. 

* Don't get caught 
standing around. You 
should always be on the 
move. Even on a map 
like Pelennor fields, 
where you can see 
almost everything, you 
never know when an 
enemy will be creeping 
up behind you. 

* You can use some 
of the debris and 
structures on the 
field for ambush 
opportunities. The 
short wooden platforms 
in particular make 
effective cover 


cooQpest 


•CxX>0<XX^ 


* There are five controt points on this map. Gain control of three 
of the five for most of the time and you'll win. Otherwise, if you 
have the lead In victory points, defend the capture points you 
currently control and try to win on enemy kill points. 


•The Good Team has 
access to horses at the 
starting area. Mount a 
horse to ride out into 
the battle and reach 
a capture point that 
much quicker. 

• Because this map Is 
very flat and open, 
Archers can see and 
shoot long distances. 
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LEGEND 


^ Capture Point 
^ Good Capture Point 
^ Evil Capture Point 


The home of Elrond and the Elves, once known as a safe haven from all evils, has become a battle¬ 
ground. You can choose to play Capture the Ring, Conquest, or Team Deathmatch within the Elven palace 
and surrounding gardens. Will you join the Elves to repel 5auron's horde bent on despoiling sacred ground 
or will you join the Ores in dooming the Elves' place of power? 






capturze the rung 


OOO0OO0O0 


team oeatbraateb ooo 
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* There are five control points in this map. Three of them are on 
the path surrounding the house. Two are Inside. Capture three 
of the five for a longer time than your enemy to win the match, 
If you're ahead on victory points, you can also hunker down 
and defend two capture points, plus rely on some player kills, 
to win the scenario. 

• The Good Team starts inside the palace. To reach the neutral 
capture points quickly, leap off the balcony ledges rather than 
use the stairs. 


From the balcony of 
the long east room, a 
player can defend the 
control point In the 
library and the one on 
the path. 


* Even a Scout without energy and his Cloak can ambush 
an enemy, tilde in one of the lush bushes and leap out to 
Sackstab a startled enemy. 

* The Mage's Lightning 
is an excellent attack 
inside the palace. With 
lots of melee bodies, 
it tends to arc around 
a lot. 

* a Warrior can use 
Whirlwind Fury inside 
a capture circle to 
clear out all enemies, 
even an Invisible 
enemy Scout 

* When climbing steps in and around the palace, prepare your 
ranged attack to hit the first enemy you see over the rise 
before they notice your presence. Even the Warrior can join in 
by hurling his Throwing Axe. 


* Create your own sniper 
points by hopping up 
on a balcony railing and 
searching around for a 
nearby fight. 


In the palace stairwell, 
you can bottle up the 
action with a single, 
furious Warrior or a 
Mage's Eire Wall. 


> The first team to achieve three captures wins the map. There 
[5 also a match clock that runs in the background. When two 
minutes remain on the dock. It Is shown on the screen. The 
team with the highest number of captures when the clock runs 
out wins the match. 

* After the Ring has been 
captured, or if it lies 
on the ground for too 
long. It will return to the 
center area. 

* If you grab the One 
Ring, your movement 
speed decreases. 

* The west side of 
the map Is used for 
this scenario. 

* The safest route is often through the house. 

* The bridge is a good place for the Evil Team to protect their 
own base. There is cover and good visibility. 

* The Evil Team can 
unlock the Mouth of 
5auron. If the Mouth 
can grab the Ring, he's 
very difficult to stop 

i from running the Ring 
to the Good Team's 
home base. Besides his 
formidable attacks, he 
can heal any wounds 
while carrying the Ring, 

* The Good Team can defend Its base by shooting through the 
windows of the house, 

S The Good Team can go through the pool on the west side to 
avoid the Evil Team's defenses under the bridge. 


* The house and the 
surrounding path are 
used for this scenario. 


❖ R.foeo'Oell 


Instant Action 

•• ’ % r 


The center control 
point is the hardest to 
defend because there 
are many paths Into 
the area. 

The Good Team can 
unlock Elrond. Use 
Elrond to overcome the 
largest enemy group, 
while other smaller 
allied groups race to 
capture new points. 
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® Capture Point 
^ Good Capture Point 
Evil Capture Point 
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The hobbits of the 5hire have always been a peaceful and jolly race...until now. They must defend their 
lands against the invading forces of 5auron In Capture the Ring and Conquest action. There's even hero 
Team Deathmatch to pit Middle-earth's most powerful beings of good and evil against each other. If you 
want wanton destruction, this is the map—especially when the Balrog shows up. 


❖ 


mmm 
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❖ the shiue 


Instant Action 
_ 


• Aragorn and the Witch- 
King are the heavy 
melee bashers for their 
respective sides, Bend 
them In to clear out 
capture areas or have 
them defend a much- 
needed flag. 

• Both sides have 
excellent Mages: 

Gandalf for the Good Team, and Baruman and the Mouth of 
Bauron for the Evil Team. With the advantage leaning toward 
the Evil Team, they should rain down ranged Are whenever 
they near enemies, especially if they can surprise them from a 
distance. 


* On the Evil Team, 
Worm tongue and 
Lurtz play the role 
of assassins. They 
might not be strong 
enough to destroy 
a whole group, but 
they can one-shot Kill 
heroes, even a fully 
charged Aragorn. 


The first team to achieve three captures wins the map. There 
is also a match clocK that runs In the background. When two 
minutes remain on the clock. It is shown on screen. The team 
with the highest number of captures when the clock runs out 
wins the match. 

After the Ring has been captured, or If It lies on the ground for 
too long, it will return to the center area. t 

If you grab the One Ring, your movement speed decreases. 

On the Good Team, 
when you opt for an 
Archer, you play a 
bowman from the 
Bhlre. The Hobbits are 
good shots, and their 
small size makes them 
ideal for ambush down 
low Instead of up high. 

When you have the 
Ring with lots of 

enemies on your tail, lose yourself in the fields throughout 
the middle of the map, The stalks will hide the Ring's blue 
glow and may even hide you If you play one of the shorter 
characters. 


* The 5hire Is a large map with a bunch of buildings. Use these 
buildings as cover if you're a ranged attacker looking for an 
ambush or If you need to escape an enemy's line of sight, 

* The Good Team can 
unlock Erode. As you 
can Image, Erode Is 
excellent at pilfering the 
Ring, Go In Cloaked, 
grab it, and slip out 
Invisibly, leaving 
enemies to figure out 
which direction you 
went. When they do, 
hide In the fields or run 
along the main road's stone wall to keep a low profile. 


conQuest 


o<x>ooo<><>o<><x><>x<><>c><><x><x><>^ 


* There are five control points on this map. Grab three of them If 
you can for the win, or hold two capture points if you have the 
lead In victory points. 

* You can ride mounts 
on this map. Get Into 
the fray more quickly 
on the Evil Team by 
jumping on a Warg and 
racing to the front line. 

* The Bhire has great 
open terrain, but It's 
also lined with short 
fences. On the run, 
remember to hop these 


fences or they'll stop your momentum cold and enemies will 
catch you while you fumble to regain your stride. 

Water is deadly. It might appear as though you can cross the 
streams, but you can't. It will knock you out of the battle faster 
than a Lightning bolt to the nostril. 

The Evil Team can 
unlock the formidable 
Balrog. You might think 
the Balrog would feel 
out of place in the 
sunny Bhlre fields. 

Ho such luck for the 
Good Team. The Balrog 
has even more room 
to maneuver than In 
Moria—and that means 

punishing attacks with its long reach and fiery breath. 


Team Death mAtCH 


Good T'EAm EvIl T'EAm 


* Ar^GOKP 
■ Fjco do 

* GAI1DALF 

- GimLi 

- Legolas 


* LurTz 

* 171 out h of $AURpn 
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LEGEND 


$ Capture Point 
© Good Capture Point 
© Evil Capture Point 


Weathertop has been a infamous site for many Middle-earth battles, and it's about to become famous for 
some more. There are four capture points in Conquest mode, with the Good Team on one hill, the Evil 
Team on another hill, and the fields in the middle. Amon 501 stands atop the mountain to the south, and 
whichever team holds that commands the battlefield from an imposing position...literally. 








conQuest 


<XK><XX><X>O<X>0<>0<X>000<XKX><X><> 


Instant Action 


teara T>ea£hraatcte 


ooo 


, There are four control points on this map. If your team can 
hold three of the four control points for a prolonged time, youll 
win, Otherwise, you must defend two of the control points and 
earn more kills than the opposing team or already have the 
victory point lead. 

• Use the catapults; they 
can be very effective, 

• Archers and Mages can 
ambush from many 
of the hills and ledges 
across the map. Look 
for elevation If you plan 
on sniping enemies, 

. especially from Amon 
501, which surveys the 
entire battlefield. 


• As a Warrior, you will 
see a lot of action In 
the Fields or on the 
ledges up to Amon 5uL 
Whenever you see foes 
In an exposed position, 
build up momentum 
to a full run and level a 
shoulder (heavy Attack) 
on the nearest victim to 
send them flying. 

* Attack en masse If you can. Teamwork wins Deathmatches 
because coordinating firepower on lesser forces will almost 
always inflict heavy damage and frequently wipe them out 
completely, 

• As an Archer, you 
always seek a sniper 
point; however, don't 
stay hunkered down in 
that one spot for too 
long. Eventually, an 
Invisible 5cout or some 
other enemy will be on 
your tall, and you want 
to keep one step ahead 
of them so they don't 
catch you unawares. 

• Mages can be a dominant force if left unopposed around the 
capture points. To defend against them, especially when they 
have their Shields up to prevent Archer fire, send a 5cout to 
slip inside the Mage's Shield and go for the kill. Even If you 
miss a one-shot Backstab, you'll disrupt the Mage's Shield with 
a hit and leave him open to counterattacks. 

* When you move around as the Mage, charge your Lightning 
and hold it. That way you're always ready to unleash a blast on 
a crowd of enemies, 

* The Evil Team can 
unlock a riazgul. The 
flazgul is Aragorn's 
counterpart. Use the 
minion to take Amon 
501 with Its special 
abilities, which should 
destroy normal classes 
one on one, or bring 
it in to boost the odds 
on one of the lower 
capture points. 


* Teams will probably first 
battle over the Fields. 

It's centrally located 
directly between the 
two home bases. It's 
Important to hold this 
point not only for 
victory points, but to 
serve as a staging 
ground for future 
respawns. By appearing 
that much closer to the enemy base, you have a distinct 
advantage. 

* however, you don't want to neglect Amon 5GL You must send 
a concentrated force up the mountain to take the high point, 
and then hold it with a few key defenders positioned near the 

r main path and along the outer ruins. The Fields has a tendency 
to swap back and forth, so whichever team holds Amon 5GI will 
probably win. 

■ The team that takes the center control point controls the 
Giants that spawn in this area. 

'* The Good Team can 
unlock Aragorn in the 

* fight for domination. 

With Aragorn, you 
can turn the tide in 
any of the Conquest 
areas. Aragorn can be 
particularly effective 
up on Amon 501 with 
his sweeping energy 

- attacks and high health. 


INSTANT ACTION 
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tRopbies 

the coolest unlocks \n mioole-earzth 


PERCENTAGE! 

5 

Category 

Rewards 

Percentage 

Campaign 

16 

40% 

Instant Action 

4 

20 % 

Classes 

12 

20 % 

heroes 

10 

10 % 

Misc 

6 

10 % 


5o you want to score some points with your friends and earn some cred with Lord of 
the Rings fans everywhere, huh? Who doesn't? ho matter how shilled you are with 
the sword, how quickly you can draw a bowstring, how perfectly you can arc a fireball, 
or how speedily you can execute someone from behind, you won't be considered a 
master of this game until you uncover all Its secrets. 

how many cool unlocks can you open? Check the complete list 
out here. You might Know there's an Achievement or Trophy for 
completing each level 
In "War of the Ring" and 
"Rise of Sauron/' but 
did you know there are 
also rewards for slaying 
an Oilphaunt, defeating 
MazgGI as Aragorn, and 
being snatched by a 
Fell Beast? 


IB|i|in nr in ii 


War of the Last 
Alliance 

Battle of helm's Deep 

Conquer over Isengard 

The Mines of Moria 

5iege of Minas Tlrlth 

Battle of Pelennor 
Fields 

Assault on Osgiliath 

Assault on Minas 
Morgul 

Ail's Well as Ends 
Better 

Assault on Mount 
Doom 

5fege of Osgiliath 


ACHIEVEMENTS & TROPHIES 


Description 

Category 

Trophy 

Kbon 

P53 



Type 

Points 

Points 

Complete the training level, 

Campaign 

Bronze 

5 

15 

Complete the helm's Deep level in the single-player "War of the 
Ring- Campaign. 

Campaign 

Bronze 

25 

15 

Complete the Isengard level In the single-player "War of the Ring" 
Campaign. 

Campaign 

Bronze 

25 

15 

Complete the Mines of Moria level In the single-player "War of the 
Ring" Campaign. 

Campaign 

Bronze 

25 

15 

Complete the Minas Tirlth level In the single-player "War of the 
Ring" Campaign. 

Campaign 

Bronze 

25 

15 

Complete the Pelennor Fields level in the single-player "War of the 
Ring” Campaign. 

Campaign 

Bronze 

25 

15 

Complete the Osgiliath level In the single-player "War of the Ring" 
Campaign, 

Campaign 

Bronze 

25 

15 

Complete the Minas Morgul level in the single-player "War of the 
Ring" Campaign. 

Campaign 

Bronze 

25 

15 

Complete the "War of the Ring" Campaign 
(unlocks the "Rise of Sauron" Campaign), 

Campaign 

Gold 

55 

90 

Complete the Mount Doom level In the single-player "Rise of 
Sauron" Campaign. 

Campaign 

Bronze 

25 

15 

Complete the Osgiliath level in the single-player "Rise of Sauron" 
Campaign. 

Campaign 

Bronze 

25 

15 



❖ acbteoeraeots odd 


fall of Minas Tlrlth 


Battle of Weather top 


5 iege of Moria 
Razing of Rivendell 


The Land of Shadow 
Splintered Shields 
Blade that Was Broken 
Blademaster 
Eagle Eyes 
Bain of Eire 
Marksman 
A knife In the Dark 
Fire and Slaughter 
Assassin 
house of healing 
flame of Arnor 
A 5torm Is Coming 
Storm and the 
Lightning 
A Red Sun Rises 
Bings of Power 
Bide to Ruin 
Return of the Ring 


You have My Axe 
You have My Bow 
1WIII Take It 
You Shall hot Pass! 


Mo Living Man Am I 
Lord of Mordor 


The Way of Fain 
Stupid Hobbltses 


Mithril Armor 
Fellowship of the Ring 
Unfriendly Shies 
That Still Only Counts 
as One 



Description 


Complete the Minas Tlrlth level In the single-player "Rise of 
Sauron" Campaign , 

Complete the Weather top level In the^slngle-player "Rise of 
Sauron" Campaign. 

Complete the Mines of Moria level in the single-player "Rise of 
Sauron" Campaign. 

Complete the Rivendell level Jn the single-player "Rise of Sauron" 
Campaign. 

Complete the "Rise of Sauron" Campaign. 

Rill 100 enemies in one life as the Warrior. 

5core 50 hits on the combo counter as the Warrior. 

Rill 25 players as the Warrior In any ranked match, 

(jet 25 headshot kills in one life as the Archer, 

Bill 25 enemies in one life with the Archer's Fire Arrows, 
headshot kill 10 players as the Archer in any ranked match. 

Use the Scout to Backs tab 10 enemies In one life. 

Kill 25 enemies In one life with the Scout's bombs. 

Backstab 10 players as the Scout In any ranked match, 
heal 50 allies In one life as the Mage. 

Kill 100 enemies in one life with the Mage's Fire Wall. 

Bill 15 players with the Mage's Lightning in any ranked match, 

5 core the most points on the winning team in any ranked match. 


Lord of the nine Riders 
rtever Toss a Dwarf 


Rill 50 enemies in a ranked Team Deathmatch. 

Capture three rings In a ranked Capture the Ring match. 

Capture 10 control points in a ranked Conquest match. 

Defeat three flazgul as Aragorn In Minas Morgul 
("War of the Ring" Campaign), 

Bill 20 enemies with Glmll In any Team Deathmatch. 

Bill 20 enemies with Legolas in any Team Deathmatch, 

Capture a Ring with Erodo In a ranked Capture the Ring match. 
Defeat the Balrog as Gandalf in the Mines of Moria 
("War of the Ring" Campaign), 

Defeat the Witch-king as Eowyn in Pelennor Fields 
("War of the Ring" Campaign). 

Defeat Gandalf as 5auron in the Shire 
("Rise of 5aurcn" Campaign). 

Bill 10 players In one life as the Witch-king in any ranked match. 
Rill Gimll as the Balrog In the Mines of Moria 
("Rise of Sauron" Campaign), 

Defeat Aragorn as Saruman Jn Weathertop 
("Rise of Sauron" Campaign), 

Bill 500 hobbits In the 5hire in one play through 
("Rise of 5auron" Campaign), 

Complete any campaign level without dying. 

Complete a campaign level cooperatively. 

Get picked up by a Fell Beast or Eagle. 

Climb and kill an Oilphaunt. 


ONT.) 




Category 

Trophy 

Type 

tfboK 

Points 

P53 

Points 





Campaign 

Bronze 

25 

15 

Campaign 

Bronze 

25 

15 

Campaign 

Bronze 

25 

15 

Campaign 

Bronze 

25 

15 

Campaign 

Gold 

55 

90 

Class 

Bronze 

15 

15 

Class 

Bronze 

15 

15 

Class 

Silver 

20 

50 

Class 

Bronze 

15 

15 

Class 

Bronze 

15 

15 

Class 

Silver 

20 

SO 

Class 

Bronze 

15 

15 

Class 

Bronze 

15 

15 

Class 

5iiver 

20 

50 

Class 

Bronze 

15 

15 

Class 

Bronze 

15 

15 

Class 

Silver 

20 

50 

Instant Action 

Silver 

50 

50 

Instant Action 

Silver 

50 

50 

instant Action 

Sliver 

50 

50 

Instant Action 

Silver 

50 

50 

heroes 

Silver 

15 

50 

Heroes 

Silver 

15 

50 

Heroes 

Silver 

15 

50 

heroes 

Silver 

15 

50 

heroes 

Bronze 

15 

15 

Heroes 

Bronze 

15 

15 

heroes 

Bronze 

15 

15 

Heroes 

Silver 

15 

50 

heroes 

Bronze 

15 

15 

heroes 

Bronze 

15 

15 

Misc 

Bronze 

10 

15 

Mlsc 

Bronze 

10 

15 

Misc 

Bronze 

10 

15 

Misc 

Bronze 

10 

15 

Misc 

Bronze 

10 

15 
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Ail Officially Licensed Prop Replica 
from the New Line Cinema Motion Picture 


#UC1264 


Andurit™ 
Sword of 
King ELessar™ 

#UC1380ASNB 


Call for a FREE catalog or visit www . BUDKILR 1 .COtn 
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the one guide t 

RULE THEM ALL! 


Use our Rise of Sauron 
walkthrough to defeat 
Gandalf and rule the world! 


Cooperative class 
strategies and pro-tips 
will guide you and your 
friends through the world 
of cooperative play. 


■ # Hi 

Fully labeled maps of 
each epic battlefield. 


Story mode walkthroughs 
will help you vanquish 
every enemy and receive 
each Achievement 
and Trophy. 


F or the PC. PLAYSTATION 3. & Xbox 5 60" 


*> thH? socking oprrjirjas tlreft 
























































































































